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ABS* Recommends Microsoft* Windows* XP 
Express Upgrade to Microsoft ® Windows Vista ™ 


AMD 

Smarter Choice 



AMD.. 



Athion"X2 


AMD Athlon™ 64 X2 Processor 

Ultimate smart dual core power and 
performance - get more done in less time 

* True multi-tasking capabilities and increased performance on digital 
media, content creation, Vi dec & photo editing and audio mixing. 

* Run all your gadgets quickly, seamlessly and simultaneously 

* Run aJI your applications at the same time with increased performance 

* Can handle anything you throw at it 


~ AMD Athlon™ 64 Xl AM2 Socket processor 3300+* with HyperTransport™ techrwlpg/ 
AMD Makes Smarter Processors 

- Microsoft*Windows® XP Home with Service Pack 2 

- ABS Stealth Black ATX Aluminum Chassis 

- ASUS M1N32-SL] Deluxe NVIDIA® nForee™ S90 SU XI6 SocketAM2 Motherboard 
with True Dual XI6 SLI Slots St IEEE802,11 b/g Wireless integrated 

- IGB Corsair XMS2 Extreme DDR2 675{PC2 S400) Memory 

- Dual NVIDIA® GeForce™ 7600 GT 2S6MBVideo Cards 
with SLI ""Technology Enabled 

" ADIAD I988B8 Channel Audio 

* Dual 200GB 7200RPM SATA Hard Drives in RAID 0 (4MGBTotal) 

■ AntecTrue Power 2.0 S50W SLI-Ready Power Supply 
' I6X DVD-ROM Drive 

’ 16X Double-Layer DVDiRW DVD Recordable Drive w/ Lightt Scribe 

*Thts nnodtl number indicates relative software performance among this processor f^ily. 


Regular price $1,699 
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Online price 
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Offer 


Wttne&£~i world of 
bredthtakmg bcauly and 
vivid cotnbal action 


grsfofy, and memorable character 
you'd expect from a BioWare RPG 

- GameSpol, 






Choota from Mv«n characrtrt, 
oich with ihtir own powsrc 
and ablHtloa. 
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With an mcrtdibly deep story^ luth environmcnis, PC enhanced farneplay* and new charatterip 
fighting ilyles, weapons, and itemi, the Jade Empire experience has never been more compelting 
Choose the rote of in aspiring marllat-irti mailer and follow the palh of Ihe Open Palm (good) 
or the Closed Fist C«vil>. In this speciicotar aclIoH'RPG Special Edillon, yotir choices and actions 
will determine the fate el the entire Jade Empire^ 



































Does anybody even read this? 
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16 Editorial 

Winner of GfW'% 2006 Editorial 
of tho Vear award! 

18 Letters 

Your old MMORPG characters— 
someday, they'll come back to 
haunt you. Also: Why charts and 
graphs don't toll the whole tale, 
and a casuaNganne casually. 

EE Start 

We've got heaps of stuff to say 
about upcoming games like 
BiackSitc: Aroa 51, S/ns of a 5o/af 
fmprre, itrangteho^d, Atuiq- 
dftfo Ran, and the first true Eider 
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with Flagship Studios CEO and 
fomner Blizzard Entertainment 
Superstar Bill Roper. 
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57 2006 Games 
of the Year 

Our rundown of the 10 games that 

L mattered the most in 2006. plus 
awards for special achievement. 
Who will take the top honors? 
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In Stores? Nowl 


Your word is their command. Meet the Heroes of Nightfall'. These courageous alues know howto take orders. They’u do what 

YOU WANT, WHEN YOU WANT, WITH WHATEVER WEAPON YOU CHOOSE FOR THEM. 1f YOU’rE READY TO LEAD, THEY'rE READY TO FOLLOWl 


Free Online Play! 
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LOOMING BACH ON EOOB... 

.,.and forward to 2007! 

B With the big boss sidttlirwd! by the neurDtodns \ slipped into 
his Kool-Aid HA/hen he wasn't locking, my rergn of terror aft GfW can 
finally begiru Just kidding—as I write thisv edrtor-in-chief Jeff Greeni at 
home battling a case of pneumonia (get well soon!), which means you're 
stuck with me yammering about what's goirig on in this here magazine. 

Old‘time Compofer Gomrng WOfid readens will eemptetn note that we 
unceremoniousiy skipped the Game of the 'Veaf rigmarole in 2005, an 
error which we clearty didn't want to repeat this year (you can stop servd- 
ing us hate mail now}, But instead of doling out genre awards (and dolrrg 
a lot of good games the d isservice of recogniring a single outstanding 
title per genre), we present you with the 10 games and seven top trends 
that mattered most in 2006, along with our lUP Awaids recognizing 
achievement in art direction, innovation, and several other special iDategcides. Did any of your favor¬ 
ites make the cut? Are we Just a bunch d( biased morons? How the Iwck did Jaws Unieaihed wind 
up as our Mo, 1 pick? As always, we re eager to hear what you thinkT-^ust as long as you remember 
that our opinions arc right and yours aren't Ha! 

Switching gears, we're about to msh headlong into some of the biggest games of 2007: Supreme 
Commorrderr S.D4.iJC£ft: Shodoiv ofCifiemoby/, and Command & Conquer 3: Tiberium kVors, Just 
to name a few. What lies ahead tor these and other eagerly awaited Games for Windows (see how I 
did that?) with the advent of Windows Vistst DirectX 10, Live Anywhere, and the growing popularily 
of on-demand services such k Steam? To q^iole the title of a well'known Worid of V\AjfCraft quest 
{and a famous Leq&yd of Zeida lifve)^ It's a secret to everybody 
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INSURANCE POLICY 

ACAINSf HARDWARE DAMADETO HOUR SVSEEM 

SEE VVEBSITE OEI PfiGDUCT PACKAGING fOB l.luRE DETAILS 
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Back UPS 
XS 

T D 0 0 



Whether ygu're gartiing at hortie or on 
the road, the very last tlting you need 
i.5 an interruption, But ^11 too often, 
had power, or lack of power, connes 
between you and saving the world 
from destruction, If yoLi’re in an MMO, 
tlie Slakes are even higher - when you 
go clown, it affects everybody. And if 
there's cash at stake, the losses go far 
beyond just embarrassing yourself. 

Powerful protection for your gear 

With this ill mind. APC presents the 
Back-UPS® XS, which provides battery 
backup and surge protection for your 
gear. With tlie nation's pc?wer grid 
being run into the ground, coupled with 


power threats like 
brmvnouts, spikes 
and surges, the 
Badc-UPS XS has 
arrived jusi in tirne 
to save your gear 
from imminent 
destruction. 

Stay in the gome 



Find wl wV 30 n\ittm 
people (SCfl'fivedw 
Horry aPixst fo^f;g tfiefr 
to powsf pfot^ms 


Protect and power your game year 3 ways; 
Battery M-UPSXSBXISIIOICD 

* Liquid CrYEtM Dlsplafy to slew 
curiQDt stilus of poAor 

* Batlerv bochipandsiHgiE piotoclKn. 

* Uplo IM miinite&mnlinK^ A^^lll^ 

Iho ptMvr ts om. 

* 8«illot^ ^ fi baDorybockuii^ 2surg» ontv 
so ovGryttYing is pidlcctod. 

* Dolalinoand Coo;! proteclion lor lurdvvwo'. 

* Ai/R coriKis undw wjltago s wilboul draining bol lory 

* itSOlC Equipmetil Pr-Olechun Policy and 3 year warranlY. 



With the APC legacy of Legendary 
Reliability* and with over 30 roillion 
satisfied users, trust us to keep you in 
the game. Well prevent interrujjtion, 
protect your progress, points, cash bids, 
and extend your mnitime - guaranteed. 


Mobile Pdiwer hick IPQ ID 

* PiavideseirteniJed 
redinrqeabfe niRiimefoi 
Sorry PSP Nintflirdo OS Lila, 
ijdmebDy- any USBoompliU? 
game ite^ioes as ‘ivqI I as cell phones. iPods. Jiid cameras 



• Redrarges in3 hojis and maimains 80% capac^yaHei 
30Dcv<:les 


APC power protection products are availaiile at M 


OMIPUSA 





Office DEPOT 



(Mwn vaty 


* 2X mere playtime and up tiEShauisrunliiie^ 
on iPod Naiu 


Universfil lloteliook Britterv UFQl 


Up to 0 liDiirs additJonaf mndme. 

Ircludosliirs lor mo^l popular nntabooks. 

Chargosand povorsU^B comrulibledovKos liko call 
piKiYes and irods. 



First 100 responses receive a FREE "i" Last Longer T-shirt! 

Visit wwwapc.com/|immo Key Code r369i( or Call S£tt.239.APCC x4365 or Fa?c 41)1.793,2707 
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Lette rs 

Words, sentences* and paragraphs 


LETTER OF THE ITIONTH 


POSTCARD FROM A 
» NORRATHIAN MOUNTAINTOP 

Dear Mr. Greert^ 

WNife silting here on nny lonely mountain, 

I diancod to hear about your kind mention 
of rne in your recent article about £vefQi/est 
{GfW #2, pg. lOS}. Please come back and 
get me,^ tan it be all over so soon? I think 
notr fltmember, 1 am your love, your life, 
your...''precrous.r 

Whats one more ding now, chum? 

Pat Pierson, secreitary fo<r 
Sir Doarkus, Dwarf Paladin of Morrath 

Dear Sir Ooarkus^ 

The Green Man is mine now, do you hear? 
Mjoel So keep your distance.... I've got 2 
point} in £rnpjrovedl Curse of Agony, And I 
wilt use them. Sssssssssi 

Cheers, 

Eggbert, Gnome Warlock of Aieroth 



"O,. Durikul. M cold and 
lontfy here wlthaut you " 


COMMON GRIPES 

Tm happy to see that fm not the only one having 
difficulties with the state same games are in when 
ihey hit the storeit Sometimes, I do feel like a beta 
tester indeed. J also really liked Tom Chicks review 
of Dark Meisioh of Might and Magic (GFW #2, pg. 
S6). I played (he game, arxf although I did expeti- 
ence some bugs, my biggest beef is that I bought 
the gaime on a Thursday evening and was done by 
Sunday afternoon. 

Scorpio 19SG 

I want to thank Jeff Green for his editorial regarding 
the condition of games being njieased today, i have 
long been worried about the sad state of video¬ 
games on release day. My most recent purchases'— 
Botifefield 2142, Dork Mefsioh, and Nevt/winter 
h/ights 2 —were released long before they were 
ready: at best they were partially polished beta ver- 
sionSj but they were nowhere near ready for leteaSe. 

I'm one of those guys who keeps all his old 
games handy because J liloe to replay them often; 
MechCommonder Gold is one that comes to mind 
immedtately. Because of this desire to stroll down 
memory lane so often^ I some^mes have to scour (he 
Internet to look for patches (forgot to store properly 
and lost. As I ci^wl the Web, chasing one dead link 
after anothej; (frequently think, "If they'd made it 
right the first time, I wouldnt have this proWem." 

I agree with Jeff's refrigefaior analogy— 'I feel 
that greed has gjperseded common sense, and the 
wodd has somehow become apathetic in regards to 
.quality software creeiion, Software developer^ have 


fooled us into believing that it^ perfectly acceptable 
for them to produce sloppy, substandard products 
Their mantra being: "Well tuc It with a patch." That is 
a horrible mentalrty to have, and I know that ifs not 
necessary. When I bought ? ar>d Haff-Ufe 2, \ 
was treated to fully playable, bugtess games that ran 
flawlessly on my decent machine. The trade-off was 
wait time. Yes, I had to wait an extra year for Etoom 
J, but it was well worth it. I applaud id and Yahe for 
their adherence to a higher set of morals. 

John McGivern 

CASUAL CASUALTY 

I've been a big gamer my whole life, but this 
past year or so. I've been shying away from lon¬ 
ger, more involved games. I've devoured many 
great casual games (bookworm Adventures 
springs to mind), sometimes beating them in 
as few as two sittings, but I Just canritot com'' 
mit myself to anything that would require an 
emotional investment {Obiivior}, J®rey, or even 
Haff~Life2, for god's- sake). Is something wrong 
with me? 

Keenahn 

Aside from the fact that you think Arey will 
require some sort of '‘emotional investment," 
no, what you're experiencing is fairly normal. 
Casual games are fun. We have a column called 
Falling Piece} dievcted to them every month, 
and if you look at our picks for the best 10 
games of 2006 later in this issue^ you'll prob.' 
ably be a bet surprised by what you see. 


FOUL PLAV? 

I just finished reading yc«jr Ultimate Gaming 
Machine article (GFW #2, pg 116) and saw that 
the winner, 'vtoodooPC. underperformed Falcon 
Morthwest on all of the tsi-run scones CMt pages 122 
and 123. To me, it boks like Falcon won. Whal^ up 
with that? 

Aaron Cooperband 

If^s a fair question, but 
we only had room for the 
synthetic benchmark in 
the story,..for the full pIC' 
ture, go to the extremely 
thorough tesdng results at 
http :/2go.extre metech 
.com/UGM. Also, in the 
end, keep in mind that it 
was about more than just 
performance. In fact, the guys at Falcon con¬ 
tacted us and thanked us for a fair competi¬ 
tion and agreed with the results. You can't get 
any fairer than when the second place guy 
says, '"good game.'" y'know? 

PRESCRIPTION FOR PAINLESS PLAY? 

I had to sympathize with Darren Gladstone's column 
(GFW #2, pg, 58) about the pain he's feeling in his 
left hand from using the 'WASD keymap. I had to 
quit Wofid of WdrCrt^ because of it 
My own keymapping system has never produced 
those symptoms. With it, I can play for hours and 
not feel any pain: 

A = crouch 
5 = backward 
D = strafe left 
F = strafe right 
Right mpufe = fdrwani 
Left mouse = primary attack 
Middle mouse - Secondary attack 
G = retotad 
Z = use 

Left shift " wafk/run 
V = iean ieft 
B - iean ri^t 
C = fiashiighi 
Spacebar = jump 

Ftogcr 

THERE IS NO WAR 

I am pleased to hear you don't plan to bash 
forrsole gaming (GFW #2, pg. 18). It's getting 
pretty old to hear some of the competition 
to your magazine take such harsh measures 
against console gaming, as if it makes you less 
of a gamer for playing Gears of War^ Props 
to all the editors who had the bath to admit 
they're playing console games. 

Especially Viva Pihata —that game rocks. 

Jason Reid 
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The NEW XPS 710 HjC, with our exclusive two-stage 
cooling process, helps deliver virtually endless game play. 

Let the cooling begin. Get a closer look at dell.com/H2C. 

DelVs NEWXPS'“ 710 HiC Edition powered by the new Intel® Core'“2 Extreme quad-core processor 
features a patent-pending two-stage process that allows you to push this PC to overclocked' proportions. 
This breakthrough technology helps cool the processor even at its highest mode, offering more efficient 
cooling than traditional air-cooled solutions. Combining a liquid radiator and a thermoelectric cooling 
module, this gaming goliath stays cool under pressure - up to 9 degrees* cooler in overctocked mode. 

DeirXPS 710 H,C 

Dell recommends Windows 
Vista" Home Premium. 


Starting at 

*5499 



DelPs exclusive two-stage technology: 


1.1 nslde^the-box in novation: Dell's exclusive 
HjC hybrid technology. 


4. Fluid pass-through the boat exchanger 
and is cooled a second time by the air system. 


2. Heal tram the air enters ihe radiator, 
beginning the cooling action. 


S. Any heat dissipated by the CPU is 
transferred to the fluid system at the cold 
plate, which is cooled against the CPU, 


— 


3. The fan between the radiator and Ihe 
thermoelectric heat exchanger pushes the 
air through, further cooling the flow. 


6. The circuit board manages delivery oT "" 
12VDC power to the thermoelectric cooling 
devices and regulates the speed of the pump. 
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Gateway Europa 


Why Europe's markets 
are making! PC gam¬ 
ing possible. 



Sms of a Solar 
Empire 
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TO Live 

Hands-on and online with Left 4 Dead 
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PPEVIEW 


On a table are pump shotguns, pistaFs, 
and bulEei boxes in. rows, rag-plugged 
bottles, and loo lew first-aid tins. We take what 
can while we can and line up like its Judgment 
Day after the tattooed tornghairat the door. 

'Open it?' 

'Open it.' 

Downstairs a Jive dead mar—lishbone ribs^ 
lolling longue, and no cheek—turns and starts. 

I shoot. 

Former men and women, large and small, arrive 
and begin skipping up steps in an unruly back¬ 
ward fire drill. Lead lings until chambers click 
hollow and we close and lock the door and the 
zombies shear a hole in it and their masks show 
through, gape-mouthed and ghastly. Alreacly, 
we've learned to take turns or our triggers and 
leapfrog reloads. 

Dime-a-dozen biters pop out in droves 30 
to 40 thick, full tilt on: their feet like in 23 Doyi 
Lotsf. They arrive at the front the flanks, and the 
rear, always spawning somewhere offscreen and 
fresh so that gallery shooting isn't an issue at all, 
and we survivors Stay on guard They give chase 
up the railcars we climb over and think we're 
safe on, proving left 4 Z>e<rd producer Michael 
Booth's point when he says 'neckbiters not only 
go where survivors go, they get there in fast and 
fluid fashion.' 

In a car-strewn street rot far from the train 
yard, we requisition a police cruiser s rifles, lick 
our wounds, and help the longhair who has no 
more medicine of his own. Music that means 
'boss battle" Marts up arsd someone says. That's 
the Tank," when a giant steroid-ripped and 
grunting, rages our way. Player-coni rolled—up 
to four Other people populate a server's 'Boss 
Infected' slots—it pushes and presses and hurts 
cars without wheels and whose creaking parts 
clap on their hinges. One of us is bowled onto 
his ass. He fires face-up and would've lain there 
lirnp-legged. only the Tank whops him another 
One that we won't be bandaging (instead of 
turning infected, KIA survivors sit the level out 


and reenter later when freed from closets and 
other contrivances). In all this time we add 
weight to the thing, 147 lead grams a pop, until 
at last it topples. 

QUICK DEAD QUAKTET 

Progress is largely linear with false forks between 
points A and B. like when two of our outfit break 
and enter a warehouse window, drop down, and 
unlatch the door from inside. Boss Infected- 
Hunters, Boomers, Tanks, and Smokers—are less 
iimlted, allowed backstage where they track the 
Irving through walls and know when and when 
not to lie in wait. (The Hunter—able to leap tall 
buildings, if not in a single bound, then in a zig¬ 
zagging series of them—one-ups the others,) 

Infected pester and iTitate. They're lethal, 
though only in numb-arsand when nagging the 
weak, and playing orse is unlike anything because 
the best man, live or dead, doesn't win—not 
often, not directly. Better to cause a commotion, 
kill or no kill like the vile Boomer whose vomit 
draws 10 or 15 Infected from, near and far to 
overwhelnn the one wearing it 

LAST RITES DF THE DEAD 

At the 40-minute maric we reach a rooftop 
heliport an<d await rescue. Half of the town's 
Inhabitants, the ones we haven't killed, are 
behind us and we hear them in the building 
berseath. We stop at a lightweight shed—Tattoo 
and me on top and two inside where a .50 cali¬ 
ber gun mount covers the stairwells and fire 
escapes—and brace O'urseives for videogame 
psivdemontum. 

The spray of bullets walks across zombies, 
right over sheet metal and brick, pacing from 
one end of the building back to the other, and 
all hell breaks loose. We smash Molotovs to 
light a firewall, and shoot down the Infected 
who pass through, burning and undead. The 
mob encircles us. A Boomer works itself into 
the shed, and Tattoo says, 'Dude, don't shoot 
ft."^ Jsut they do and it blows up. Then a Hunter 
wallops him over the ledge and he hangs there 
yelling 'Hdpr...like' I can with that brain-hungry 
horde dosing irk.*shawn Elliott 
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Surprise, surprise! The world's largest regional computer-gaming market isn't the U.S 


CULTURE 


Getting your head around the European 
gaming mdustry can be like nailing water to 
a wall Across Europe's jutting peninsular geog' 
raphy ranges a motley collection ol' some four 
dozen heterogeneous countries, dependencies, 
and territories—a culture quilt with traditions 
reaching back to antiquity. Extending from the 
Iberian Peninsula in the west and Iceland in the 
north to the Russian Ural Mountains in the east, 
Europe may rank as only the ‘sixth-largest contii- 
nent" in te^rms of siie, but its more than 307 mil¬ 
lion inhabitants boost it up to third place when 
it comes to people—with over 12 percent of the 
world's population. Read: "Potential mother lode' 
in consumer-product-marketirg-speak. 

Consider that stereotypical bastion of tea and 
cfumpetSi. bad teeth, chipsv bowler bars, and 


umbrellas: The United Kingdom houses over ^0 
million citizens, four official languageSv and the 
sixth-largest GOP in the world (Sl.B trillion). In 
the U.S^ international gaming coverage is shallow 
at best limited mostly to “who's getting which 
console when?" wrangling. But how often do you 
hear about the U.K. constituting the third-largest 
gaming market in the world after the U.S. and 
Japan? Or how U.IC videogame sales have leaped 
26.8 percent since 2001, with industry odds orr 
gaming outperforming most major UX retail 
sectors over the next five years? Maybe you've 
read that U.S. game sales now regularly outpace 
domestic film numbers but lose three-lo-one if 
you include the borne video market? In the U.K., 
by contrast; the gaming market beats not only 
the box office, but also wallops video rentals by 
a factor of two, Mot surprisingly, U.K. consumers 
spend more on videogames than gyms, moviies, 
and nightclubs, 


Have a look at Ihe U.S, fast-food industry for 
a taste of European encroachment. Whbtle up 
a Burger King BK Value Meal and for $A extra 
you can have a piece of ‘advergaitiing’' gold 
courtesy of Blitz Games, one of Europe's largest 
independent videogame developers. Packetbske 
ftaCer, Big fiump/n', artd SneOk idng {that last One 
tasks you somewhat eerily with emphsying stealth 
moves to deliver BK meals lo the hungry and 
health-carefree) collectively sold 2 million copies 
in just four weeks. Margins asbde^ that's in line 
with sales figures for Geors of War. U.S.-based 
EpiCs Xbox 360 mega hit 

Keep going. Botttefieini 2142, developed by ^ 
Sweden-based DICE, has been on U.S. and | 

international top-10 charts for months. Another £ 
recent top-lOer, Mtdievol ti: Jotol Wor, was | 

designed by UX- based Creative Assemb^, | 

European developers are popping up everywhere ^ 
and turning out multilateral hits like gangbusters. | 
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What's more, ELropean studios actually hedge 
that revenue to fund dewelopment ovefsess, 
incJudrng gamei taitored specifically for the U.S. 
market Without Europe, claims one Poland- 
based developer, the budget for U-S. and other 
market PC games 'vould drop by nearly three- 
quarters, Can you say 'Old World sugar daddy'? 

TO IVIARICIT, TO MARKET 

Between 1995 and 2002, a combined total of 
over 9M million games and education-based 
CD-ROMs were sold in Europe alone, and 
in 2002. th# Entertainmient Leisure Software 
Publishers Association predicted Western Europe 
would become the largest computer-gaming 
market in the world by 2QQ4, But did it happenP 
According to Reality Pump Studios founder 
Alexandra Constandache. 'absolutely-' Her 
Krakow, Pol and-based company—behind the 
futuristic real-time strategy forf^r 21XX series—is 


currently fine-tuning a PC RPG called Two Wbftdi. 
'Por a PC game, the [European Union] is 70 per¬ 
cent of the world market' says Constandache, 
"Because the retaiil space in the U.S. for PC titles 
has been dramatically reduced. U S retailers 
prefer console titles' Visit youf local GameStop 
these days and you'll likely concur that scan¬ 
ning the company's computer-games 'section' 
is like riffling through the meager science shelf 
in most bookstores. 'In Europe, by contrast the 
bulk of retail space is dedicated to PC titles,' 
Constandache says. 

Ubksoft's North American president. Laurent 
DetoC notes that roughly One-third of hiS Com¬ 
pany's computer-game sales come from North 
America, while two-thirds come from Europe. 

Of course, those- numbers stiJI vary dramatically 
depending on brandir^ and content. 'Films, tele¬ 
vision shows, or videogames that are blockbust¬ 
ers in the U.S. are often blockbusters in Europe, 


but not always," he says. 'When we develop our 
own brands, we do so with both markets in mind; 
we try to ensure what works in one market will 
also work in another. We usually try to be global, 
but some games remain U.5-- or European-spe¬ 
cific, to adapt better to local markets," 

And while Western Europe basks in the glow 
of computer-games market bigwigs tike France 
and Germany, Ukraine-based GSC Game World's 
Anton Bolshakov insists you shouldn't overlook 
the contributions of former Soviet republics. 
Bolshakov is project lead on the forthcoming 
S.T.AL.K.E.R.^ an action game that takes place 
largely in and around the Calamitous Chernobyl 
nuclear power plant 'The popular belief that 
these countries suffer economically from high 
piracy rates is incorrect." he says, claiming that 
for most of the European Union countries 
(Ukraine is riiot a member), the level of game- 
industry piracy is higher. "While the street prices > 
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on games in ex-U.S.S.R. Countries rerfiairii attlie 
level of 10 to 12 U.S. dollars, the volume of cop¬ 
ies sold IS in excess of 300,000. and some are 
even setting records with as many as SOD,000 
copies soJd." 

Regardless of where you look, however, it's 
tough to recoup a multimill ion-budget triple-A 
PC game based solely on the EMfopean market, 
says Raphael Colantociio, CEO and creative direc- 
tor of France- and U.i.-based Arkane SfudioL 
'It's hard even if you factor U.S safes,' he says. 
'The triple-A PC market is simply brutal. It's on 
or off, hit or miss, it's mainly hardcore gamers, 
and they're equal parts demanding and critical 
whenever you go." 

CyiTURE CLUBBING 

Aggregate Europe and you get your '"largest PC 
market" number, but the U.S. still trumps any sin¬ 
gle European territory, and publishers want noth¬ 


ing more than worldwide launches, day one. So 
what about culture bleed? Aren'^t there significant 
differences between U-S. and European gamers? 
'European games tend to be more hardcore and 
difficult to play than Month American ones." chal¬ 
lenges GSC's Bolshakov. 'Thus developers over 
here must actively work to simplify their games' 
difficulty and learning curves to inake them more 
appealing to Amerbcan customers,' 

Tough words for Americans, but dig a little 
deeper and you might argue Bolshakov is talk¬ 
ing less about the underlying mechanics of the 
games than the way they're presented. At least, 
that's what Arkane's Colantonio thinks. "You're 
mainly talking simple presentation stuff' he 
argues. 'At the end of the da^y, U-S, and European 
garners have more or less the sanw tastes—we all 
like the same things." But how a game is present¬ 
ed is paramount, says Colantonio. 'If the inter¬ 
face isn't superaccessible or well thought-out 


the American audience will generally be more 
picky about it." That's because Americans want 
to "get il" immediately, or else they lose patience 
and toss the game away, he says, adding that 
'in Europe, gamers are a bit more tolerant, 
Europeans will say 'OK, I don't get the idea 
immediately, but E might eventually,'* 

But what about Americans stereotyping 
Europeans as economically paralytic, psycho¬ 
logically neurotic, and welfare-spoiled, while 
Europeans return the favor by characterizing 
Americans as gunslinging, bible-thumping, flag- 
waving, and spoiled In general? "There certainly 
are other Cultural differences between European 
and American consumers: different tastes, dif¬ 
ferent likes and dislikes, and so on," says CSC's 
Bolshakov. “On the other hand, you find that Just 
comparing two neighboring countries, hence 
there's a lot of hand-wringing for developers 
trying to satisfy players around the globe. To be 
frank, not every game can satisfy international 
needs. Vbu have to be very lucky to have a uni¬ 
versally appealing game." 

Bolshakov says that developers often adapt 
their games to other markets, sometimes pad¬ 
ding with extra content or even rebranding 
to target a particular market. “Our company's 
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fjr^t big hit was the historical-strategy Cosscrcfrs 
series, which at this point has sold over 5 mil- 
licxi copies worldwide' he says, "Our primary 
marfcet for Cossacks was Europe, partially owing 
to its story, which focuses on European historic 
conflicts—and, of course, it didn't sell as well in 
North Amerlca.“ GSC followed up with Something 
designed specifically for the North American 
n^arket. That game —American Conpuesf—used 
the same engine and game conceits, but it was 
Steeped in American Colonial history. Another 
example of rebranding is the company's Cossacks 
if: Napoieonk kWtrrs, which is how it was sold 
in Europe. For the U.S. release, however, CSC 
printed Napoleonic kVcrrs above CossacJIfs ^to 
create stronger associative appeal for the aver¬ 
age U.S. gamer, who wouldn't have a clue what 
a Cossack is. 

Reality Pump's Constandache wants to achieve 
that appeal on as broad a scale as possible. "That 
means we're essentially doing the same thing as 
the film industry’ she says, referring to the block- 
buster 19^6 sci-fi film independence Day. which 
she describes as a quintessentially "American' 
movie, internationally successful—and helmed by 
Roland Emmerich, a European director. According 
to Consiandache, European games address the 


American audience first while the rest of the 
world follows. "Part of this involves searching 
for the intersecting set between all markets," she 
explains. "For instance, nudity has to be avoided 
in the States, strong violent content can't be 
sold in Germany, rude language is forbidden in 
FrarKe, and game content related to the Iraq War 
or 'antiterror' rn general is unwanted in Europe. 
So, basically, we design a game for the U.S, mar¬ 
ket and avoid anything that is unwanted in the 
rest of the world." 

GLOBAL FREQUENCY 

Vou could argue the shift toward mass-market 
gaming has been in the cards from the start. Chalk 
it up to the tireless march of technology as dispa¬ 
rate societies and standards are gradually eroded 
by the hromc>genizing forces of social globalization. 
"With instantaneous digital communication, the 
differences between U5. and European cultures are 
diminishing." says Ubisoft's Detoc. "Europeans are 
watching YouTube at the sarne time as Americans, 
and culture is. driven by what people find interest¬ 
ing across many mediums. Influential media is 
coming from all arournf the globe." 

GSC's Bolshakov thinks much the same, attrib¬ 
uting (he rise of "global gaming" to inevitable 


technological evolution. "Technologies seem to 
be generating and driving all the genre fash¬ 
ions on a global scale," he argues, "It's hard to 
ascribe certain gen re-development tendencies 
to a particular territory anymore. We could 
assume the increasingly popular [massively 
multiplayer] online games fashion comes from 
Asia, for example—but that's not necessarily so, 
as technologies penetrate the glctbe more or 
less at the same lime. As more people gel fast 
Internet connections irt Europe and America, 
the demand—and, hence, appeal—of online 
play Increases." 

If there's a fly in the ointment It'S that the Cul¬ 
ture exchange lends to be uneven. ~\ don't think 
there's much theme-based conflict of interest 
between American and European markets" says 
Bolshakov. 'So, for instance, I think players both 
in Europe and America are sick of new World 
War II games. But in my experience, European 
players digest' the American-themed games 
well enough, while European topics hardly ever 
gel the same level of consumption in America." 
That's a shame to the extecft it's true, but it's 
probably par for the course when cultunesand 
economies collide...and the march toward multi¬ 
lateral gaming continues.* Matt Peckham 
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<tn £/nai th« Trader Einerwilcy 
CoalHion, tKa ancient al^m VauH, 
and the blaeli-ahaep joat-humM np 
j]lycMcs<01 Hia Advent 


^^"i m SURE emPEROR palpatine had softie SmALD 

/7^FLEETS SCOUTING AND COLONIZING, BUT I DOUBT HE 
WAS ISSUING THEFTl ORDERS WHEN THE REBEL FLEET 

ARRIVED AT ENDOR -BLAIR FRASER PRODUCER IRONCLAD 


commAND supREmELV r 


*'lfs posible to see the paiitit oii the win g of a 
fighter and tbeo zoom out ^amlesly with the 
sofo]) wheel to see the emhre galaK^T £ay± producer 
filalrl^raserof interface, t^ra sense of scale; 

'A fighter is about ICT meten; iongc capital ships are 
1,000 nhetensr planeti about lOOOO meters;; and 
the distance betweer^ two saCarsystems k on the 
order of asOpOOOpOOO metersT As you zoom, units 
transform into icons representHig distance, unit 
type, and ownership; at key thteshoids, the itOJis 
snnp% ^rther to prevent confusing clustering. 
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Sins of a Solar Empire \Starts 


d. 

* "Th« btggvri prulilHn I liAv* with 411 
iFiitm Is th* RmHatlon on myft^lkyof','' 
uys Sins of a Sotur Smpin pnducmr 
Blair Franr. "Turn'lnsad impltcidv 
means that you have to wait for 
•vatyone die to flniih their turiL'^ 


SINS OP A 
SOLAR SmPIRB 





A mATCH mADE 
IN THE HEAVENS 


Sfns If the frrft forey into publEshin^- 
without-developing for Staidock, cicator of 
llke-mtnded 4^ game Gafartic Civitixattani fL 
“The nsnne drew ogr attention," edrnits 
Stardock Director of Games Publishing Brian 
Clair. 'It's uncanny how much alike the cul¬ 
ture is between our two companies; it nrtakes 
working together pretty seamle$sr Like GOi, 
Sins will ship without copy pnoteetbn—one 
of the keys to GC/rs sales success. 


Hybridized, hard sci-fi strategy 


PuQLnHEJt. Stardock DEvClOPtR. Ir«ftdad> GEMRL Raal-t1in*4J( ftratagy ftELEASf DaTL Hugiut SOOT 


PREVIEW 


Channel sci-h novelist Vernor Vinge by 
naming your game something like Sifls 
of a Soiar Empire, pit a faction! ca lled the Trader 
Emergency Coalition against telepathic democrats 
in "The Advent “ and you've pretty much declared 
your audience before you've ewn announced your 
genre: Hard-sdence-Bction fanatics, loobe here! 
Billed with the irwented acronym "RT4X,* developer 
IrofKlad Games is fusing (he pace of real-time strat¬ 
egy and the grander scale of strategy games like 
QvUizalion (or Stardock sibling Gaiactic GviUzatiofr^ 
H) on a Womeworfd-style 3D interstellar stage. 

Sound complicated? Probably—but Ironclad seemiS 
intent on nnaking suie Sins isn't a cross to beat 

It's often been said that the player's attention is 
the trumping mela-resource in ftTS games.'' says 
Sins producer Blair Fraser, "and this is no less true in 
Sins" A simple interface is primary, and Shs begins 
with a streamlined. Supreme Commiand'B'-style 
system that can zoom from a single starship to an 
entire star cluster with a fl ick of the scroll wheel 
(see Xommand Supremely."' below] , An Empire Tree 
overlay gives you aSI the information and access you 
need regardless of zoom level, offering collapsible 
hierarchies of your stars, planels, and orbiting Heels, 
along with filters to display only your immediate 
concerns. Automation lets you dodge microman¬ 
agement if you like, especially when you're faced 
with multiple battles at once, but as Fraser warn^ 

“tn a complicated situation, no Al. is going to out¬ 
perform a human.... I'm sure Emperor Palpatine in 
Return of theJedf had some small fleets off scout¬ 
ing. containing natives^, and colonizing various plan¬ 
ets. but \ doubt he was Issuing too many orders to 
them when the Rebel fleet am'ved art Endor.' 

From colonial unrest to budgetary red Hags to 
breaking skirmishes, communication is key for any 
successful emperor—and aside from the usual 
warning signs, Sirv u«s orchestral cues to clue you 
in to the state of the union. 'The music Al, is con¬ 
stantly monitoring events in the empire that help it 
decide how things are gorng," Fraser says^ "If the A.L 


decides not much is happening, it will switch to a 
neutral piece: if the coffers start filling and you own 
a number of planets, the music will switch to some¬ 
thing more inspiring„„ My favorite is when the A.I. 
predicts that an enemy is going to be attacking you 
soon: this will trigger a 'trouWe is coming' piece." 

SfLlTTING ATOMS 

One could easily argue that any RTS game already 
Contains the four Xs in 4X strategy games (explore, 
expand, exploit, extermnnaie)—so if 5fm isn't turn- 
based, what's the difference, really? 

Fraser defines the nexus point "MlDst R'TS games 
tend to play out in much smaller environments; a 
typical RTS 'map' might encompass what could be a 
couple temtories in a world-domination 4X game.... 
The pacing in Sins is less hectic than in most real¬ 
time games; there are clear opportunities to man¬ 
age various parts of your empire—when ships are 
traveling between planets, they enter Phase Space 
and can't interact with the rest of the galaxy, so you 
don't have to worry about them foe a moment' 
Eriremy externnlnation is often the only means 
to vklory in an RTS, but Shis offers alternatives: 

"The research trees are much larger than those of 
most RTS games; we've included numerous levels 
of diplomatic relations between empires, and play¬ 
ers have a number of alternatives to develop their 
economy and acqjuire resouicei" One such alterna¬ 
tive; Work Sufis' intriguing bounty system, 

"Players place a bounty by opening the diplo¬ 
macy window and clicking the bounty button for 
a given opponent." Fra,ser explains. '"As players 
destroy ships and stnrcturesof that enerrry, they 
receive money from the pool proportional to the 
value of what they destroyed-’ The des^n goals: 
Provide an in-game incentive for cooperatron 
against a dear "powerhouse" opponent, and offer 
an alternative for economy-focused playefS to deal 
with military-minded enemies The names of the 
bounty placers are kept anonymous, 'This can lead 
to some interesting psychology between players^" 
Eraser says. "To what degree can I trust that my ally 
isn't using income from our trade agreement to 
put a prke on my head?" eSean Mo Hoy 
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BLACHSITE: AREA 51 

Extraordinary rendition 


PLI8U5HER Midway DEVELOPER: Midway Stud]« Austin <XNR£ HrstPafiaa Sheattr RELEASE DATE Suoimar 


PREVIEW 


19S0S sci-fi held s minror io postwar Para¬ 
na ia. tomrrtes becanrs# invading body snatch'' 
igrs; irradiated bugs mutated into atomic monsters. 
Fast-forward to BlockSite: Area SJ arrd executive 
creative dif'^ctor Harvey Smith, who says tfiat the 
rirst^serson shooter needed ‘'something nKonant 
characters ard a camipaign relevant to current 
events." So what scares us nowadays? For a franchise 
that defined tavern furniture (Ifghtgun and digitized 
graphics included). ^rea 5 jI i answers are surprisingi 
Weird weather, the specter of global warming, 
and secret rendilicm sites where the U.S. govern¬ 
ment imprisons and interrogates suspected ter' 
rorists are more or less tike modern myths. Smith 
argues. 'We've talked about how to handle such 
situations without irivialiiing them." he says, 'The 


concept is the connecting thread here—U.S. sol¬ 
diers dealing with a crisis brought about by hush- 
hush, underhanded activitiesconducted down in 
Area SI. In today's political climate, and in light of 
current activities abroad, it becomes an interest¬ 
ing lens through which to-examine the world." 

Heady dilemmas and Smith's r^me 
notwithstanding {he worked on Deus Ex and 
sequel). fifcckSrte is largefy gur^ smoke and killing. 
"Deos Ex js different.' he says. '[It'sJ slO'W-paced, an 
RPG hybrid with stealth pl^y. f^ocfrS/fe is a purer 
first-person shooter Of course. I'm constantly 
comparing and contrasting the two. and part 
of me wants to model the game in great detail, 
down to the contents of each and every desk. 
Warren Spe-ctor and I have talked about haw we'd 
approach a spiritual sequel to Der/s Ex, assuming 
we work araund the lech prablems that plagued 
US with Wbc. @ut for we w-ant 


a perilous, fast-paced experience, a destructible 
environment and a squad that functions as a 
deadly and flexible tactical weapon' 

Iri additi on to Bpothen tn Ajrms-varrety 
bound!ngi squads respond to one-button, oontext- 
Sensilive Commands such as “boist One another 
up and over this fence' or "mount that Hunrwee." 
For Smith, however, what troopers do is only as 
noteworthy as how they handle what's done to 
them. 'We want the intensity of a combat situation 
to influence the mood of the squad menribers." 
he says. "When morale is high, the squad is more 
aggressive, fires more often, and more accurately, 
When things are going to hell rapidly, they tend 
to enact the military rule of 'CVA'— for 'Cover 
Vour Ass.'" Roger that but then we gotta wonder 
if 'Game Over, Man' isn't the better response to 
unknowable ETs whose mere presence undermines 
Our grip on reality.*Shawn Elliott 
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^ UNITED EARTH FEDERATION 



Rune 


From the taUered remains of the 
|Ear^h Empire emerges 


-ilpalh for the future of the galaxy, 
■ f he United Earth Federation 
seeiks to reunite the scattered - 
^r^emnants of humanity undBijjt > 

* ^ sinQlilidanner so thot □liiof^ 
Earlh'sichitdren may oneB> 
again live With order. r 
^justice and strength. 


I^When the UEF "enslaved” 
the Symbionts. 
On Gustaf Brackiman 
and a small band 
* of Symbionts fled to 
the furthest reaches 
of space and formed 
1^^ the Cydran Nation, 
jfr R fusion of man and 

^ technology, their goal 
/ IS simple: free their 

enslaved brothers 
and sisters and ensure 
lasting liberty for 
- Cybrans everywhere 
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Bill Ropei XStartH 


INTERVIEW 


Q GFW: With your team shook up 

traditianat j'ole-piayiiiig game mechan^ 
its. Since then, how do you think that RPCs 
have evolved? 

SILL ROPER: Well„.thiere was that period when 
a lot of aclion-fiPGs came out and had some 
interesting spins on the Diobio formula. More 
recent tyr some good—no, great—single-player 
RPGs have come along. However, it just feels to 
me like everybody's more focused on the MMQ 
space. World ofWorCroft is pretty much the ul¬ 
timate version of the fverQuest-style MMORPG, 
So, when t hear that someone is trying to make 
a 'WOW killer," I can't help but think it's a fairly 
foolhardy pursuit. The guys that I'm watching 
are the ones that ask themselves, 'How do we 
make a game that taps into those elements of 
the MMO eKperience but provides a differ¬ 
ent type of gameplay?' And there have been 
varying levels of success v^lth that. Auto Assauit 
is great because it's go! a lot of ihe same ele- 
mentSi, but it's completely different at the same 
time. I wish more people checked that one out. 

GFW: How many elements do you borrow 
before you become ju$t another "WOW 
killer" wannabe, though? 

&R: Obviously, that's going to vary depend¬ 
ing on the garneplay. The developer needs to 
make [the elements] fit the game in a unique 
way that makes sense. In Hellgale: London, 
we're tapping into a lot of the community and 
the economy stuff that's really popular, but it's 
more based on the Diobh mechanic. Our hope 
is that everybody that played Dio Wo fi is going 
to give Heffgute. London a try. And then maybe 
some WOW people are gonna say, 'Hey, that 
looks kin da cool. I want to try that out.' And 
we'll get some C>b/ivioo-type players, 'cause 
they know they can play the whole game by 
themselves; they don't have to go online if they 
don't want to. Or maybe we'll get some ficrflfe- 
field 2142 guys who want to come over and try 
out the Hunter class and the FPS style of play. 

GFWt Another big tnck is making the game 
simple to control. The Diabfo series, for 
example, was as sirnple as pofrit-and-click 
hack-n-slashery. How do you deal with Heif- 
got6 possessing three incredibly different 
play styles? 

BR: I think that one of the huge advantages 
of the PC is that we have a very detailed in.put 
device with the keyboard and the mouse. Vtry 
simple with the mouse, and very sensitive. I 
think that a lot of developers get enamored 
with the fact that they have a keyboard—'Oh, 
man, I've got a button for everything S' — and 
you get these ridiculously com pies interfaces. 

Developers need to stop. They need to be OK 
with making a simpler, mo^re intuitive interface. 

I don't wanna play a game where I need a key¬ 
board overlay. And that's something we work 


on constantly with Heiigate. Can we simplify 
this? Can we make this easier? We really think 
we can make the jump to using the WA&D keys 
to move. To not just use the mouse like we did 
In Dj'flbfo a. Enough games have come out and 
helped standardize that rubric. Peoples"^ hands 
kind of immediately go there. PC users like the 
mouse; they like the keyboard. And we always 
ensure the user interface doesn't get overcom¬ 
plicated unnecessarily. 

GFW: So it doesn't make you want to throw 
up your hands and say, "Screw it! f'm gonna 
use a Wfi coritroUer from now cm!'? 

BR; It's kinda funny, because the controllers are 
going the other way. (mean, look at a control¬ 
ler from 10 years ago, and think of an Xbox 160 
controller now. Ifou've got two thumb Joysticks 
and buttons and shoulder triggers. They're just 
saying, "How can we put, ergonomically, more 
stuff right here?" Then you start playing with 
a Wii. I started to uiiderstand you Could delve 
into more what we think of as traditional real¬ 
time strategy games on a console. I could actu¬ 
ally drag and click with this remote, because 
it simulates more closely that finite control 
that you have with a mouse. So maybe there's 
something to what you're saying. The potential 
is definitely there. 

GFW: But you're still sticking to making PC 
garrneSj right? 

BR: Heitgate is a PC game. It needs to be with 
the connectivity that we have, the access to 
different resolutions of graphics that are much 
higher, and so on. One of 1^iie things we're 
working on right now is determining whether 
or not we're going to Integrate a web browser 
directly into Heitgoto. iSince the game takes 
place in the near future and the Internet exists, 
why not let them, pull Out the io-garne PDA and 
search our knowledge base for clues? Or hit 
the forums? It's a way to keep you in the game 
worid and get you there without having to Alt- 
Tab out of the eKpenence. And that's something 
that makes more sense on a PC than a console. 
We are still the platform with the single biggest 
mstalied base of any gaming system out in the 
world. And now Microsoft is actually push¬ 
ing it as a brand with the Games for Windows 
initiahve, which is only a good thirtg. The real 
core, geeky PC gamer in me hates the fact that 
they're standardiiing bcures, but I understand it 
and see how ifs gonna be good for PC gaming. 

GFW: Gonna mi» the cloth maps, collec¬ 
tor's corns, and such? 

BR: rll miss the weird-shaped boxes, li really 
love that stuff. Maybe they'll let us make collec¬ 
tor tin versions or a triple-deep box so we could 
fit cool things inside. 

GFW: What like a little rubber demon in 
each host? 

6ft; Vbu never know. I mean, peter Jackson's] 

Weta studio is designing our collectibte figures..., 


GFW: What is it with you guys having 
demon-slaying in almost all the games 
you'^ve worked on, anyway? 

GR; They're the perfect villains. No one ever 
complains because you're killing demons. If you 
kill other humans in the game, then people say, 
"You're creating murder simulators!" I've never 
had a demon-rights activist come to rne anid 
say, “The poor demons in the ivorld,...' They're 
patently evil. They're nonhuman. They are obvi¬ 
ously fantasy creatures. They...actually, now that 
I think about it. I wonder if there ore demon¬ 
rights aclivtsts 

GFIAf: You never envisioned Heiigate as a 
kind of spiritual sequel to Diafyio? It seems 
like this very well could have been OiabftJ 
ifi, just set m the near future. After all. Elec¬ 
tronic Arts has no problem placing ffoftte- 
fieid in the year 2142. 

BR: After the first WorCroft arid when were 
talking about WorCfoU U, there wal an idea for 
about a week where we'd open another portal 
Open and have the Ores Invade the moderri-day 
world. We had this whole cut-scene we were 
talking about where it was going to be dragons 
and F-16s arKi fimfights and stuff. And we were 
(ike, “Man, that's going to be weird. That's go¬ 
ing to suck, Thai's not going to be WorOoft' 
We decided that the WorCraft universe h that 
medieval fantasy-type setting. We weren't go¬ 
ing to jump out of that timeline. Same thing 
with StQrCfoft; we were never going to travel 
back in time. And we never really wanted to 
move the Olotlo stuff, either. You can play with 
settings, you can play with time and stuff but 
you never want to take the Djub/o universe into 
near-future America or something. 

But we do like fighting demons. And it lets 
you be really creative with designs. And, be¬ 
cause we set Hettgote a real-world place, rt let 
us do a lot of research into the mythology of in¬ 
teresting locations...Lo[idO[i, Ireland, Scotland.... 

GFIAf: ...Maybe even Hoboken or Cleveland. 
Bft: Exactly! 

GFW: Speaking of foreign lands: In Korea, 
you're pretty much hailed as a national hero. 
Why da you thtnk South Koreai, of all places, 
has absorbed PC gaming into every as^pect 
of its culture? 

BR: Internet caf^s never really took off here 
tike they did in Korea because many Oif us have 
computers and broadband connections at 
home. To them, PC bangs finternet caf^sj are 
like bars—it's very social. No, they're more like 
Starbucks. There must be about 2S.0DD of these 
places all over the country, each one with 40 
computer stations. 

GFVU: It's more than that, though'. In 
Korea, there are televised game competi- 
tionj; gamers are recognizable professional 
athletes; there are even national programs 
sponsoring games. > 


TA "DEVeLOPERS NEED TO STOP. THEV NEED TO BE OH WITH ITIAH- 
H IMG A SimPLER. mORE INTUITIVE INTERFACE. I DON'T WANNA PLAV 
LJ A BAme WHERE I NEED A HER BOARD OVERLAR." 
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BRj Bight and this all started when the Sixith 
Korean government went arouind to all these PC 
bangs and said, 'Loofe, if you're going to ha'i^e 
all these games in here, you're gang to have to 
actually buy the copies: you can't just dupe them 
on everything.” And suddenly for the first time, 
developers in the U.S.—and certainly Blizzard with 
StorCi'o/t“-*started seeing actual sales numbers 
coming out of this market. We always knew the 
games were papular, but never really got any rev¬ 
enue out of therri. Ag^aia you got some, but wlwn 
10 percent of your games are paid for, you have no 
idea what's really there- As the sales numbers rolled 
in. the private sector and the government started 
realizing the same thing: "Wow. This is a very thriv^ 
ing section of our economy. Kids want to go do 
this: this is where they're spending their money that 
they have to spend," So the gowemment viewed 
it as an es^celienit way to kick South Korea into the 
technology age. They recognized these rabid, avnd 
gamers existed, and at that point. Sfo/Cm^ Just 
became this cultural phenomenon, this huge hit 

GFW: That must ve messed with your head 
the first time you went over to Korea. Just 
to see how much impact a game had. 

BR: You're not kicfdirig! I went and loured soime 
of the PC bangs back in 2000, when there were 
maybe 1.500 in the country, and a big bang 
might have 20 computers. I met this woman 
who owned one and she was almost In tears, 
saying "I own three PC bangs, I employ 40 
people," Because this had all taken off, and a lot 
of it because of ^iarCraft, it was creating jobs. It 
was creating communities. And so they opened 
up the Korean Professional Gaming Association, 
World Cyber GameSy and they found big cot’ 
porate sponsors like Samsung. They make sure 
game'design classes are availablein schools. 

The thing that really blew me away was going 
over there to watch a televised tournament live. 
They had the two teams on each side, a big 


screen in the middle, and there were probably 
150 kids jammed in this PC bang in a mall. And 
when they introduced the players, they had 
chants: they were screaming for them. They 
have fan clubs. I mean, they're sports stars over 
there. PC sports is huge! 

The South Korean government has done 
an amazing job of getting behind the game 
industry. They built this Center in downtO'Wn 
Seoul—high-end motion-capture studios, musk 
facilities for sound design—they had all these re¬ 
ally expensive things that you want to use when 
developing games, and they rented them out re¬ 
ally, really, neofJfyineKpensively to dev companies. 
It costs almost nothing because that's hpw- the 
government is helping support people get into 
gaming. I just think it's awesome. I really wish 
that more governments woutd look at that as a 
model and say, "This is a great way for us to tap 
positively into gaming for the youth." 

GFW: It'd certainly be a lot better than 
most governments that are currently de¬ 
monizing It. 

BR: Yeah. In the U.S, we're finally starting to see the 
educational sector taking gaming seriously We're 
starting to see different schools opening up game 
education programs^, everything from DigiPen to 
l[Southem Methodist's] Guildhall to Carnegie Mellon 
and now the (University of Southern Calitomia]. 

Now videogames have been around long enough 
that we can start teachiivg techniques to other 
people. They just ne^ed to be on par with Our film 
schools—another similar form of entertainment. 

GFW; Time for a word-associateon game; 
SforCrajft.‘ Ghosr. 

BR: Unrealized potential. S really loved the idea of 
that game—and. you know, it just didn't happen, 

GFW: And no StarCraft tt after all this time? 
That's just mean. 


BRt Hopefully, Blizzard still has plans for the 
StarCraft and Diablo universes. But it's really 
hard to argue with the success and the hunger 
that is the World ofWarCraft monster, you 
know? It requires a let of manpower, 

GFW: Is that what it is? The whole company 
is just focusing Oh Online at this point? Is 
that why you left Blizzard to pursue Heifgatei 
LondotiT 

BR; Well, we left, and that's all there is to it. How¬ 
ever, I can say that the way Blizzard works is in¬ 
teresting, They've got three amazing franchises— 
StarCroft, WorCroft, and Dioblo are all fantastic. 
The ane thing that was always a challenge—and 
one of Blizzard's greatest strengths—is that focus 
on all of the creative powers on tap. And so, you 
know, when World of WdrCraft was getting closer 
and doser to ship—not that we were there by 
that point anymore, but based on past experi¬ 
ence—I'm sure that became the major focus 
of all the minds there. Now the/re faced with 
the fact that kVOW is an Ml MO and an ongoing 
concern. So ifs hard within the way that Blizzard 
runs—and very, very successfully runs—to then 
say, 'QK, great, now let's split that beam and 
move to the other stuff." I really hope that tisere's 
a StarCraft tf and a Diobfo ttt and a Ghost and a 
World of StorCraft or whatever. 

GFW; If they ever do a World of StarCraft, 
I'm ju»t checking off planet. I'm done, 

BR: That's the thing, too. Everybody talks about 
how amazingly rich Wtorid of WQrCraft is—and [the 
original game] was an RTS, I think they can take 
those franchises and do whatever they want with 
them. If you build a big, fun. believable world that 
players wan I to get lost in, you can do rrrany differ¬ 
ent things with it We're trying to do that with Heib 
gotOr And, if I've learned anything, it's that people 
working on any big, ambitious project in the future 
need to start thinking that way as we II.* 
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Bethesda loses its marbles with Shivering Is/es, the expansion for The SIder Scrolls IV 


PUBLISHER 3K CWTH DEVaoPER S44«ids&»ftMwla Hehpto y fciB REIEiUE DATE: 2007 
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• Tfi* fUmd( on tts oiwn «r»d do«fit't rfly 

CMi your progf 03 in Obiivton. '“It'3 «ntinly poi3Bkle 
for you I0 stumbtf acroii Ihe entry point to the 
expantion material," tays Nebco. ' Bot if yeti don’t, 
we give you > jeumal that clues you in on the start." 



• What abcot th« fmidi'Vamited but dialed' 
back'for-^nelcase "radiant A.1."t '’We didn't 
change the core mechanics cf that system for the 
capanslfHi," Nelson siyix "But rest assured, our 
lew designers have up encounters that realiy 
take full i^vantege of the A.l." 



PRB/IEW 


Scan shots from 6tlh«d&'s Sh^erjn^ Isfa 
and you'd be forgiven for blurting jar¬ 
gon hke Tsriilig,' 'mimsyr a net ■’Bandorsootch.' 
-Goodbye idyllic climes^ tease the screers. 

"Hello madne&s. mirth, and Jabberwocky.' Talk 
abcHJt trading spaces. Gnarled landscapes bend 
back upon themselves and tree roots dang^le 
from cavern tops while strange three-legged 
stick creatures scuttle, crab-clawing and prob¬ 
ing the air with alien eyestallcs- tlse'where. coiling 
rainbow-colored foliage ne&'tles below towering 
mushrooms, each one collared with tiny bulbs—a 
psychedelic version of Mc^rowind’s- Bitter Coast 
region where iridescent celestTal objects paint the 
night sky in heliotrope slashes over backplanes 
of starry silver Welcome to Oerneritia and Mania, 
psychotic and sublime halves of ""madgod- for Is 
that'maddog'?): 5heogorath's realm, and your 
ne'w playground when the official expansion for 
The Ebfer Scfotts TV: Oiflivion hits this spring. 

"WE'RlAll MAD HERE" 

As if grappling with the Prince of Destruction 
wasn't enough, Sheogorath—Ihe Daedric PrirKe 
of Madness—needs a hero. 'Basically, there's an 
impending threat to Sheogorath's realm, and 
because of the nature of that threat, he needs 
a mortars help,* explains Shivering isies‘ lead 
designer Mark iNelson. 'Players will need to rise 
in the ranks of the Court of Madrwss in order to 
earn the respect of the citizens of the Shivering 
Isles and eventually repel the threat' 

Adolescent power fantasy redux? Maybe not 
White Nelson admits youll still engage in a healthy 
sinourit of "find this" and 'kill Ihaf—"Let's face ilT 
he argues, 'The Lord of the Rings was really just one 
big FedEx quest,'—ibe ambience sovndi deiginfMiiy 
derrieoted. 'The 'creative' and 'psychotic' themes 
gave us lots of room to create interesting characters 
with sometimies bizarre motivationSh' Nelson says. 
Meaning that while ticking off your checklists untan¬ 
gling conspiracies and rebuilding broken artifactSv 
you'll be dancing toe-to-toe with Some of the krarii- 
est duels in The Eider Scfoiis coop. 

Then there^ the whole 'special trials and powers" 
thing. “You'll need to complete Sheogorathi first trial 
just to enter the realm," Nefeon says Thenwfter. youll 
be intermittendy asked to prove yourself worthy to 
serve as Sheogorath^ champion. As you piogress^ 
you'll be granted some of the mad god's powers. 
We're not sure what they are. but we're pretty sure 
a deranged deity won't be diddling around with 
“rrsagic mhsiler 

'The main thing is to keep the experience engag¬ 
ing.'" Nehon says^, outlining a design, philosophy that 
keeps things A-to-2 but jumbles up as rnuch as pos- 
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"LET'S FACE 
nUn: SAVS LEAD 
DESIGNER ITIARH 
NELSON. THE LORD 
OF THE RINGS WAS 
REALLLri ONE BIG 
FEDEX QUEST." 

sible between. 'That is. if I have to get something^ 
are there interesting ways to do it? Can I persuade a 
guard to let n>e in? Cam I sneak in behind a servant? 
Are there obstacles in my way that ate unlike what 
I'nri used to seeing? As long as the player can make 
meaningful choices along the way, there's nothing 
wrong with questing for a sword or loppirsg off 
some heads.- 

95 LE OF STYLE 

How big are the Shivering Isles? According 'to 
Nelson. Sheogorath's madcap realm adds roughly 
a qua^ter nnore real estate via its own pinched-off 
plane. 'The realm of Obimon comprises many ctih 
ferment planes of existence—each of the Daedric 
Princes has his own,' Nelsoo explains. In Ofr/fwon, 
the player was only able to explore one {Mehrunes 
Dagon's plane). The Shivering Isles is another plane 
belonging to Sheogorafh.- But where Dagoi’s plane 
was fragmented and often randomly generated, 
Sheogorath's Shivering Isles is one contiguaus bnd 
mass. "I fs a completely new world, with senfements, 
a m^r city (New Sheoth), large regions of wilder¬ 
ness, and many residents." 

And don't forget the whole 'bizarro Eider SemSs' 
theme. "Aiks in Wond&fontf was definitely one of 
the inspirations' Nebon admits when quizzed about 
the expansion's quirky aesthetic, "The lands of Mania 
are bright vibrant and colorful. It's quite a departure 
from the woodlandis of Cyrodiil, and we wanted to 
evoke a bit of that Lewis Carnoll feeling r Dememia 
Mania^ twisted twin realm, is by contrast dark, dank, 
and "a bit spooky." Those aieas have much more 
O'f a honor theme." he Says, adding that the plante, 
creatures and architecture in Dementia will be 
appropriately creepy. 

Creepy indeed, thanks in part to critters named 
"Flesh Aironach' and ''Shamble.' "One of my 
favorites is the Grummite," says Nelson. "They're 
a race of creatures that infest the Shivering Isles, 
found in many of the dungeons where they 
gather to worship strange idots." They're smarter 
than the average bear, too: Semiaquatk:, they'll 
often run toward water to heal when damaged. 
"Trust me," Nelson says. "It's much better to fight 
them on dry land." Or, if the spirit of Monty 
Python moveth thee, rgn awayl* Matt Peckham 
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n St^ rt Armadilio.fiun, * 



Roll It, wing it chuck it fling Itf 


ARmADILLO RUN 


* D«v«lop»r Pvtvr Stocfc iay« he only started woefc 
on ArjjtwflHo Aifrt arfruml mid-lt^OS, whtft h* had a 
EonveniHit ‘opportunity 1 e give It a fulhtlmc po. "I 
Initially gave myscH sin months to have something 
marfcetifale to shaw,'^ he uys^ "Chit of the 9 >(*, 
develapmefit awes focused on creating the physics 
angina, and It wai raally only after that laamad 
achitvahle that I fterted to fMnh of a game «HKapt-'" 


PUeUSHEFt Seir-publlibed DEVELOPER Pater Stock GEhRt Pkyflci.^Baied Strategy/PoBl* AVAlLABtLITY: Demo and canmeiclal verioe downleedahle from www.vmadlenaiycom 


PREVIEW 


Park yaur at Canadian indi^ deV'^lop- 
er Peter Stock's website iiwww.annadillorun 
.com}, and—with all its shots of stock-together 
metal sheets, rockets, and rubber bands^you 
can't help but worider Why armadillos? “Well an 
amnadillo Is one of the few things I could think 
of that was conveniently spherical'' he reasons, 
adding: 'Some gids I went to school with had a 
thing for armadillos, too," 

And plenty of critics as well, In fact, Stock's 
physicS'based puzzler Afmmftfio Ffun, in which 
you craft oddball contraptioiis out of rudirrienta- 
ry materials premised on basic Newtonian prin¬ 
ciples to transport an armadillo across a series of 
levels, was just nominated for the Independent 
Games Festival (IGF) 2007 Seumas McNally 


Grand Prize That's the one U-K. indie darling 
Introversion nabbed in 2006 for Daf^vmici. 

JF VOU BUILD IT... 

Remember that crazy gate opener in The Goonies 
with balls ar>d buckets, bellows and balloons? 
Think that, except with gravity-bound armadillos. 
'I played 5for Dfsmoi/flf {httpy/jeLro/dismount} 
and Bridge Bufider {http://www.hridgebuild€r- 
gamexomi back in 2001' says Stock. Those 
games were something new to me—they 
employed realistic physics, which I'd never soen 
before. There's so nnuch you can do with physics, 
but I didn't really see many people exploring this,' 
Thus, in 200S. Stock began drafting the nuts, 
and bolts of what would eventually become 
ArmijdHlo Run. 'The physics rules aren't really 
that complex." he adnnits. 'It's more a case of 
programming them In a certain wray to make the 


simulation a bit mare scalable. The rules I used 
are basically the definition of Newtonian physics: 
force = mass x acceleration and corrservation of 
momenium and energy,' 

While it's fairly simple to get Stock's roly-poly 
armadillo from A to S in the dtmo maps, the 
catch is this; You accrue more points lor spending 
less on buiilding materials, and the maps require 
increasingly expensive solutions. 'I chose the seven 
materials because I Fell they best represented the 
elementary properties.' explains Stock, 'ftope and 
cloth are flexible, metal bars and sheets aren't, and 
elastic and rubber are stretchy/compressible. Each 
of these pairs contains one material that's placed 
at the edge of the structure end one that's placed 
in the center. I iricluded rockets because they have 
the special property of propulsion." 

Rockets, he says. Eat your heart out. Rube 
Goldberg,*Matt Peckham 
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AQUARIA*^™ 

DEVELOPER: Bit Blot 
(San Francisco, CA} 
DESCRJPTIOK: You're Naija, a 
lonely mer-creature with a hazy 
past Raddling through beauti- 
fully hand-drawn ZD underwater 
locales like hidden caves and lost 
ruins (using nothing but a two^ 
button mouse}, your goat Is fo 
uncover the history O'! Aquaria 
and "connect with beings lost in 
the depths of tirne.^ 
AVAILABILITY: Full PC version 
due in 2007^ 

URL: www.blt-blot.com 
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As you're reading this, it's coming up on my most hated day of the year Valentine's Day 
Tw&nty-four lousy hours dedkated to a beheaded priest—or a brutal mob hit in 1929...or the 
incessant need to give cheesy Hallmark cards to someone who barely tolerates your existence. I'm 
sensing a pattern here. But in the fine spirit of this— ohem —"holiday," I probably need to show 
sorrie appreciation to the one (hat I love, She's a tittie on the big skJe, and she isn't pretty in (he 
convention si sen^e, but she's always there for me, Ah Sophie, we've been together for what 10 
years no'w? Ir'ou've stuck with me through it atl despite the bumps, bruises, tears, and occasional 
daytime talk sPnow. 

That reminds mec I reaity need to get her reupholstered. 'What? Oh, like you cton't fove your sofa? 
But as nngch as I adore her—and adore loafing around the apartment—t adore looking hr great free 
games even rnore. Here are a few I'd like to dedicate to my dear, sweet Sophie. eiThe Freeloader 



There's a soft spot an my miserly heart for all 
the real working men out there. They have all 
the crap jobs I wouldn't want—like, say, sav¬ 
ing the world- But really, would you wsnt the 
fate of the world to rest in these slack hands? 
The Palace of Westminster janitor who stars 
in Mop of Deitiny is about as enthused about 
his chosen-one status as I would be, but too 
bad for him—he's stuck with the Job of sop¬ 
ping up evil spirits with his magical mop. Aside 
from the sanitation angle, the big draw of this 
2D side-scrolling actioner is the Out of This 
Worfd-y graphics and animation. 



Our planet has a near-perfect tecord of repel¬ 
ling invasions from Earth-dominating aliens—so 
you'd think those extratenreslrials would Just 
move on to less ambitious plans. Just take 
Fresno. Go on, its cool. Anyway, I can sum up 
Alien invasion in two simple words.' 3D X-Com, 
Simple as that Some dedicated gamers lovingly 
re-created the classic alien-busting, turn-based 
strategy game in a 30 engine. Research technol¬ 
ogies. build bases, and engage in tactical squad 
firelights in the field against Earth's interstellar 
foes. If you haven't started downloading this yel, 
fm bannirvg you from next month's column. 



The next time you see a game that requires 
5GB of hard drive space, a videocard from the 
future, and a supercomputer's worth of RAM 
(Tm looking at you. Mr. Million Dotlar megade¬ 
veloper), think of THs fioomfonds: i tell ya, it's 
crazy that you can fit this much fun into under 
3MB, Here's s 2D real-time strategy game that 
looks good, is easy to pick up, and is just damn 
fun—and it's funny, too. 'rt)u simply plunk down 
structures to defend your castle against the 
enemy king and his troops in this perfectly bal¬ 
anced version of ye olde rock, paper, scissors, 
where each of your units has a unique rote. 


THE GOOD. THE BAD. THE UBLV: mARCH 2007 

High noon m PC gammg's Wild West 


£Ve ONUNE: NOW 
MORE ACCESSIBLE 

CCP's underdog space 
MMO Eve Onffne continues 
to maintain ita quiet-yet- 
successfuL existence. The new fievefothns 
expansion—which CCP Is deploying piecemeal 
over the next several months—provides a 
much-needed overhaul for the game's tutorial 
and early-game experience. The upgrade gives 
new players a much better idea of what their 
character creation choices meair, and also pro^ 
vides newbie characters with more skill points, 
meaning that they can get to the "good stuff 
that much faster. 


■“4E BAD 

FIREFLY: THE MMO 

While it isn't technically 
bad news, let's just say we 
have a bad feeling about 
Multiverse'f upcoming 
firefty MMORPG, which spins off from writer/ 
director Joss Whedon's fan-favorite {and 
short-lived) sci-fi/Western show. While Fitefiy 
and its big-screen sequel Serenity rode on 
the strength of Whedon's writing and char¬ 
acterization, the setting itself amounted to a 
generic sci-fi uni verse... and since Whedon's 
busy with his next two film projects (hVonder 
Woman and Goners), his participation here's 
sketchy at best. 


^ I : L ii>. 

PERPETUAL 
DOWNSIZES 

As part of 2006's joyous 
holiday festivities, Gods 
& Heroes {an upcoming 
MMO) developer Perpetual Entertainment 
laid off a whopping 35 employees. Perpetual 
president Chris McKrbbtn said the following 
in a press release regarding the restructur¬ 
ing: "The Gocfs & Heroes team remains over 
30 talented people strong as we enter the 
final phase prior to launch—playtesting and 
tuning to deliver the highest quality game 
possible." Yeah, well. Merry Christmas to 
you, too. 
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MK) VLARS IN VHV. 1-LfTURL, THL HUMAN RACH DOMINATES IHii UNI VERSE. WH H MASSIVE 
ELLE PSOFORCiANIC STARSHIRS, GENEHCALLY ENCilNEHRED I'OR WAR, HUMANU Y SETS OL IKJ 
CONQUER I HE LAST REMAlNINCi INDEPENDENT GALAXV. 
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a 0 HN woo PRESENTS 
STRANGLEHOLD 


God of Guns 


PLeu&KER: Midway DEVELOPER: Midway GEME: JletlMi RELEASE DATE Sprla^ 


PREVIEW 


Q Hong Kong dnerru nerds who kne^li^t 
the altar of director John Woo arid action 
5tar Chow Viin-Fat can look forward lo rTvore C5f 
Ihe pair's trademark gun fu in John Woo Presents 
Strongtehotd, Midway's upcoming Woo-directed 
videogame sequel lo the 1992 cult-classic film Ward 
Boii&i. Players step into the worEd of hardmosed 
police inspector “Tequila' 'foen, a role that Chow 
reprises here in digital form (expect a de-aged 
avatar of the 51-year-old actor that closely approra- 
mates his original film appearance). As you can 
imagine, our dual-gun-toting hero Tequila's a man 
on a mission—artdthe third-person gameplay's got 
Max Pnyne written all over it (right clown to the 
'Tequila Tirne" siow-mo mode), as Tequila pursv^s 
his abducted ex-wife from Hong Kong to Chicago. 


We recently look a peek at a few of the areas 
Tequila visits during his search. The dev team's 
working hard lo showcase the game's physics, as 
evidenced by the eminently destructible environ* 
men is and the scores of enemies that the often- 
outnumbered Tequila tangles with. Qne level'—a 
Hong Kong marketplace—allows for immense 
destruction, tharvks to a large neon sign that you 
can gun down in. order to take out the r>a-good 
thugs (and everything etse) d'Own below. Another 
encounter in a Chicago-based museum finds you 
using the exhibits to your advanlage^ninnirg 
up the back of a giant T. rex or swinging across 
the room on a colossal pterodactyl in search of 
better vantage points. Finally, a Chicago pent¬ 
house level is decorated with breakabte glass 
windows,, fragile art sculptures, and multiple 
floors that you can quickly traverse via T^q^uila's 
trademark banister slide. 


^l^BOOD BUNPLAV 
(JU AWARDS - STRLE 
POINTS" THAT VOU 
CAN EXPEND TO 
UNLEASH "SmART 

BomB" moves. 

These types of fancy cinematic maneuvers (and 
good gunplay) award “siyJe points' that you can 
expend to unleash any of several balls-lo-the-wall 
'smart bomb" moves on your enemies. Take, for 
example. Tequila's barrage move, which sprays a 
rapid-fire hail of high-velocity hutlets toward a 
single concentrated area, Ifep—^ven after a 1'5- 
year absence from active duty. Tequila shH knows 
how to give those gangsters hell.* Ryan Scott 


NOW SHOWING 0 


From official promos to original content, get it all atGameVideos.com. See these viral vids and more atwww.GameVideos.com/GFW. 



GOLD-FARMIh»6 DOCUMENTARY HALF £iFf 2 WITH WII*IWm WORLD OF WARCRAFT: LEVEL UP 


Intriguing, taped-in-China documentary unlocks MacGyver jury-rigs Wird'Ows to work with the Trash-talking MC records kVOW's, what, 

a MMORPG sweatshop's doors. Wii's waggle stick (see Hard News. pg. 107). L37th rap video? 
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Fully Loaded with Multiple Battle Modes > Integrated Tournament & Clan System ^ Persistent Character Development 
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nStartX Afterthoughts: Guild Wars 



* ISuiSd Wars Prophtfit 


* CuJ/J Wars Tactions 


Wart HishTfOil 


INTERVieV/ 


€FW: Hom do you about the ^atne, near^ tiAro year$ ipostlaunch? 

JAMES PHINNEIT: I think—certairly—we fed that the gane keeps getting 
bettef, It'S- a fun gatinef all of w playing it Thos^ ar-e the loost ftindamefital 
successes fronn a designers standpoint—you hope the thing that you've mr&de 
is fua and that people enjoy it and thatyou enjoy it. So. in that legafd. we're 
pretty happy. At the sanne time, as- a designer, you oJWgys see all the flaws and 
hopefully we don't have complete tunnel vision about that stuff. 


<5FW; What specific things do you want to address that you just haven't 
gotten around to yet? 

JP: Well, it's always dangerous to talk about specific things when I dqriit know 
wfjen they're gonna gel fixed. Thene are IsomeJ really excifing ones we've done 
for though. The initial play sequence—the flow for character jumping 

over from [/Vophecies and facp'onsj—wasn't as smootti as it could have been. 
For instance, you hit a spot earty on where ifs asking you to have a pretty high- 
level Sunspear rank [to move forward! ..and just due to time, that part of the 


With over 3 mil ion sold, ArenaNet's three massivelymultiptayer Gurfd 
Ml Won g^mes—Prophecies. focHons. and last CJctober's 
heep gaining momentum. We recently sat cfown with executive pmducer 
Mike Orgriefi.^ lead designer James Phinney, and designer Isaiah Cartwright to 
discuss where Ihe game's been—and what sorts of challenges await it going 
forward. ■ Ryan Scott 


AFTERTHOUGHTS 

A roundtable discussion on World of WarCraffs biggest competitor 
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ganwjust wasn't cpjite as polished as it should be, 

So, we charged that part so that if you're already a 
levet-20 character, it lets you rnove forward even if 
you haven't earned all those Sunspesr points. But 
in addition, part of the prohlemi is that we shoiJd 
have had nvore content front to farTkiliari® you 
with your M PC heroes and to sort of introduce you 
to Nighffofi's settirtg. So. we also added sonne pretty 
significant quests and earfy-game Content forforeigrli 
characters that are coming over for the firat time. 
MIKE O'BRIEN^ Qrve of OUr ongoing challenges 
is. once you've shipped a game, it becomes more 
difficult to go bacli aid reengineer some of the furi' 
damentals.,.aiKl yet I ihinl; that we can do a lot of 
that—changing the way the party formation (system] 
works is a really big e^tample of that We don't have 
to live with the design decisions of the past we can 
continue to make the game new and fresh. 

CFW: Do you have plans to go back and change 
the mission structure of the original Prophecies 
campaign to put it in line with the tie red reward 
system that the latter two campaigns use? 

MO: We wort really hard to go back and redo 
some stuff in previous chaptei^ because-^hen- 
everwe nruke fundamental [balance] changes^we 
atweys risk going back and completely changing 
the way Prophecies ptays. And really, we're rwf try¬ 
ing to do ihat: we're trying to keep releasing new 
campaigns that play in new ways but still keep the 
old ca mpaig ns playing the way they felt when we 
released them. At the same time, we'm really happy 
that features like Nightfaff s NPC heroes get to im¬ 
pact the gameplay and sort of give you rvew wsys to 
play Propheoies and Factions, [ think it's fantastic that 
people can go back and play those campaigns with 
two players and sbr heroes. 

}P: Just talking to the point in general about learning 
from the past Some of it is about fixing things that 
are already on I there, and some of it is about doing a 
better job. As happy as I was with a Icrt of the things 
about Pactions' Assassin and Ritualist professions, for 
example, I feet like vi* did a better job with Nightfoffs 
(Paragon and Dervish] classes—havirvg them both fit 
into what we did in the campaign, and also giving 
them a stronger place in the PVP environment 
ISAIAH CARTWRIGHT: The new professions also 
integrated a lot better into PVE. I think the Assassin 
and the Ritualist had e harder time going through 
the factions ca mpaig n, whereas the Paragon and 
Deivish seem core to the way the game plays irv 
Nightfafi So when we come up vwth new classes and 
things, we always want lo keep that in mindl 

CFW: Do you foresee the game world getting 
too big? With ZOto 30 new town areas per cam¬ 
paign, things could get spread thfn„.. 

MO: That's one of the major challenges that we 
have to address as we continue to ship content; 
making sure we put intelligent systems into place 
SO that there isn't an overwhelmirvg proliferation of 
things that a player has to learn. We can't have an 
unbounded number of skills, professions and other 
things. As a new player, if you come into the ganne 


and don't know a II these things, then you're just not 
gonna succeed. It would be terrible if GuUd Wars 
only increased in complexity year after year. 

GFW: Dittoi for dasses—when's enough enough? 
WO: In broad terms, I think that new classes are a 
fantastic way to keep the game fresh. Ore of the 
things that a lot of players look forward to is new 
ctasses—when we release campaigns the first thing 
you always see is that everybody wants to play the 
new classes. At the same time, we understand that it 
cant be the case that if you go into PVP. you have 
tounderstarvd the strengths and weaknesses of 20 
di^erent classes in order to succeed. That would be 
an untenable position—so that's exactly the kind 
Oif thing that I'm talking about when I say we have 
to really focus on introcfocing new content without 
conlinting to increase complexity. 

GFW: Let's talk a little bit about the state of 
Guild Wars' PVR How happy are you with it? 

1C: Overall, ( think we're a lot happier with it than 
we were with Foction^ release. We’ve gotten to see 
the fitew classes (in Nightfofii come into play a lot 
faster than we did | in fcjctfons], a lot of the new skills 
had a really positive impact on the meiaganne. and 
competitive pte/s gotten [much healthier], 

GFW: One cammon complaont is that Gtiifd 
Wan" PVP caters ts> "uber" guilds. Will we ever 
get anything more accessible to srnaHer groups? 
1C: As we move forward with com petitive play, we 
realize that our Current system is catered toward a 
small group of elite players. We definite^ want to 
expand that and the things that we're gonna move 
toward w»ll probably help bring a loE: of our game 
types to a wider range of people. But in general PVP 
is a very group-orienled thing, and ] think it'll always 
be that way. We added the new hero battle mode 
[with NightfoH], which is really geared toward players 
who want to do some solo PVP play. We know that 
we need lo add some more rewards to that lo keep 
it popular. As we move forward, t think those are the 
two areas that we're really going to want to focus on. 

GFW: Now for a few rapid-fire rrrechanics- 
related questions. First up; item dlrops. Let's be 
honest—any equipment drop without near- 
perfect stats goes straight Into the junk pile. 

Why not make more item drops meanirtgful? 

JP, It'S certainly been true in the past that loot drops 
are, a lot of timest pretty unCoot and not Somethirtg 
worth gettirvg excited about. We certainly don't 
want every item to be the best item you could ever 
get...but at the same time—especially when you're in 
the Underworld or sonvewhere like that—you don't 
want to see a useless weapon drop. So, you know, 
those are things that we'll keep looking at as we 
notice the a reas where loot still has pcob lems, 

GFW: Will players ever be able to de-customlze 
weapons and sell them to other players? 

MO: Customization exists as a mechanic to get 
weapons out of the economy, fm sure jtou can 


GUILD WARS 


understand why we need to (do that]—we don't 
want an infinite number of every cool weapon in 
the game. From the beginning, we built mechanics 
to drain every sort of item from the economy. Play¬ 
ers often cfcm’i perceive the design reason behiird 
that—but at the same time, I still think it's a pretty 
impoctant reason. 

GFW: Speaking to N/ghtpiH's hero HPCs, are you 
ever going to up the limit on how many you can 
bring with you In a group? Why limit itto three? 

MOr From a control aspect even three heroes is a 
lot to manage. Al$ 0 '.,weil|, let me put it this way; The 
game communicates ir^ the way that it expects to be 
playedi 'When the game says the limit is three heroes, 
what it's saying is 'play with two human players and 
stx heroes' or 'play with more than t?wo human pJay- 
er5.“ So. I think we looked very carefully at what the 
game communicates lo pi&y&rs, because we see the 
players, basically plarying it that way. If it communi¬ 
cated that i t shou Id be played with one player a nd 
seven herio«i then players wind up playing the ga me 
solo, which is a really complicated way to play. 

It also doesn't incentivize social behaviof. One of 
our big movements for Nightfait was to create an 
environment where people get to know each other. 
In Prophecies, the game comimunicated Ihat the right 
way to play is to get a full eight-player party—and 
(in that scenarto], its really hard to connect with 
anyone and to rrake new friends. What ends up hap¬ 
pening is, they all run ahead as fast as they can and 
kill monsters and don't coordinate their actions..,dwn 
ycxj cofTiplete the mission and never see each other 
again. We're trying to find the happy balance. 

GFW: Your hero NPCs enjoy access to every skill 
you've unlocked, account-wide. Why don't new 
role-plying characters have this same access? 

JP: That's something we've talked about a loL It's just 
a debate about whether or not it destroys your sense 
of them as actual chajacters. or destroys the value of 
the roleijlaying character having "been around," and 
being differentiated from, say, some brand-newguy. 
MO; I think this debate is valuable to talk abcHJt 
As with any online RPG. a lot of different types of 
people play Guiid Wiars for different reasons. So 
we think about radical proposals like that, and go 
around to our coworkers and friends who play the 
game and ask, 'How would this impact you?" 'This 
Specific proposal isoneof ih05ethingsthat..,toa 
Guild Wars [power player], it's a cod idea. But other 
pliers might say 'that would completefy destroy my 
experience' because to thena toey're playing fronn 
a role-playing perspective. ITs one of those things 
where we have to be careful—we can't take actions 
that make the game a little cooler for some people, 
but completely destroys it for olhersL 

GFW: All right, last question. Are we ever going 
to see Gwen—the little girl who presumably dies 
in Prophecies' Searing—aga in? You had a few 
unexplained Gwen-related items in that game,,,, 
JP: All I can say is that we like Gwen, tog. But other 
than lhat,..no comment! * 
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e Multiplayer's basically getting more model, though things aren't quHe final—but count un GIM1¥ 
<Uuks hh* CO-up campaign mod* and t*am d*athmatch, il player* at onto, and vole*-chat HJpport 
plus a new "Rccon vs^ Assault" mode that sounds entidncily lihe a Jazzed-up version of Sftiinter Critt 
"Spies vs. Mcrcefurles." 


■ Von hated GAAIV's punitive uue system^ and 
UMseft listened, GRAW2 rmrorlcs the save system 
tooffer unHmfttd lairts whenever, so long as 
you're not in combat- 


nStart\G3 


pst Recon Advanced 


e In addition to sound and voice, the enemies 
now have more expressive contextual animations^ 
though we're not betting on "needi to change 
shorts^ just yet. 
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Ghost Recon Advanced Warfighter 2\ StartFI 




PUBlISHPt uhbtth DEVEtChPtIt fits H Sl»c>4*r RfLEA$C P;A1F: S^bg 


PREVIEW 


Grab your carbines, Glcxiks. and ^MGsand 
Suit up for bonder duty down Mexico way, 
where near-future dvil war's bled across the ftio 
Grande, turning desert flats and mountain vistas 
into flak fields and bullet belts. That's right— 
you're finally getting up and intermittently out of 
the city in Gdojf /Jeccm Advanced Wdr^ghtsr 2. 
which packs in new desert and mountain ter¬ 
rain accurately based on areas north and west of 
Mexican rwtroplex Ciud^ Juarez. Peer back pMt 
the river at the Franklin Mountains arrowing in 
fronn the north and you'll note they nearly split 
sister city El Paso, Texas in two. 

"The new topography combirres tong sight lines— 
interesting for sniping—with different relief that 
offers unique cover opportunities, even holtows for 
hiding vehicl’e^'' says creative director Ulf Andersson 
of Sweden-based developer GRIN. “In this sort of 
terrain, if you want tactical advantage, you contiul 
the roads.'" Ready for wide-range. sand-Wastecf. 
high-elevation combat? You'd better be. 

BORDER FREE-FOR-BRAWL 

<jflAW2 may take place along an Immigra¬ 
tion hot zone, but don't go looking for Texas 
"minutemen" or "border security* missives. "The 
game isn't about the current political situation 
and doesn't have objectives that reference it." 
Andersson says. “Rather, we're using the geo¬ 
political situation as overall context" Basically, 
things have collapsed across ihe border—civil 


war between Mexican loyalists arto rebel insur¬ 
gents—and it's up to you as ever-able Captain 
Scott Mitchell to lead your squad of recon elites 
through missions that'll send you angling over 
both sides of the fence in a bid to neutralize the 
rebel threat. 

But first you'd need upgrades. 'Visually arresting 
with larger levels than the Xbox 360 version, the 
PC GftHW's urban structures were pretty facades— 
gawk, don't touch; shoot, don't enter. Ambiance 
was two-tone (night or day) and leading" feltow 
ghosties usually meant babysitting boneheads. 
GRIN hopes to change all that In Q'RAW2\ 'for 
starters, the A.I.—enemy or all red—can now scout 
infiltrate, and fight in buildings," Andersson says, 
noting that it's not just for show—the A.I. now 
thinks in 360-degree sweeps. That means top-to- 
bottom flanking—both sides—with Improved A,I 
feedback that's timely and deseriptive. Instead 
of "enemy spotted," in other words, 
now you'll get specifics like "next to 
blue car ahead." But what about 
encounters—are they stilHixed- 
point triggers? 

Yes...and no. Think Rainbow 
5j> Vegas —tripwires that conjure 
tactically volatile free-for-alls, "The 
dynamic events in the missions rely 
on the enemy A.I. behaviors," Andersson 
explains. ‘D^ending on the situation, the 
A,l. can decide to change position or maintain 
its tactical advantage over your squad. At the 
same lime, scripting certain events allows for a 
more powerful storyline to create a belter overall 
immersive expenente.' 

Consider tactical acumen, which in GffAkY 
tended to result in squaddies zigzagging point 
to point or hanging their hunkered backsides 
out in the wind. "The team A.L this time around 
is more direct and moves where it's oadered, 
unlike CftAW^ where teammates made their 
own decisions regarding cover and attack 
positions," Andersson says. 'By giving play¬ 
ers more control, we've also increased the 
responsiveness and location awareness of 
the A.I. soldiers." 

Combat fidelity's been Jacked as well, 
including new ways to wall-lean and 
around corners (another bow to Rotnbow 
Silt Vegas?}. 'Overall, we've tned to let 
player really interact: with the team and see 
them respond to their surroundings 
says Andersson, describing new twitching 
motfons that highlight your teammates' 
to incoming fire, explosions, and noise. It gets 
better. "'We're also adding different sounds and 
animations to the character models to help play¬ 
ers identify how those characters 'feel' in a given 
situation." 

And how do we feel about alt this? Bring it 
on.* Matt Peckham 


BORDBP 


Ubisoft sticks with MexicOr changes the 
rest in Ghost Recon Advanced Warfighter 2 
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^0 things we re into this month 


n MAftlOOOOL 

If you'ne worsdefifig wfiat's the big 
deal with indie-enablimig XMA Game 
Studio E^ptess, here's whatr Super Mario 
War (httpr/^/smw.TSdpiamny^tiom) is a bit 
of Super Smash 
Broi-ish freeware 
that you can play on 
your PC—or soon on 
the XboK 360. 


2 WII HACKS 

Scored a Wii lor the holidays? Here's a 
fun but way netdy trick: Hack the Wii 
Remote to replace your mouse, OK, it's not per¬ 
fect but if you have a Bluetooth adapter and 
need to kill an afternoon, flip to this imonth^ 
Hard Mews (page 107J to find out how. 




PRESTIGIOUS 

/V . ^ 

Therei rro business 

like show business. 


tn TTw ftestjigre (nowon DVD), 


two com pet) ng mag idans In 


Victorian England get Into a 
bitter—and dangerous—rtral- 

9 

ry to see whds best Hugh 

Jackman {minus dawi) and Christian Bate (sars 

bat cowl} do an a mazing job in this Christopher 

Nolani Batman Segitii) Akk. 


4 WTF? 

At first we thought this had to be a 
joke—a professional league of riding- 
Iawn-mowe-r racers?—but the U.S. Lawh Mower 
Racing Association {www.lelsmow.comj is no boaM. 
Hang your head e^tra low when buying the PC 
version of Lawnmower Uacing Monia 2007. 



€AMES IN 

^ FEBRUARY? 

February is usually 
^ low tide for PC gaming, but 

P .fc not this year—by r^ow, you'^re 

probably preoccupied with 
^ BaUtestations: ft^rdvray and 

a tittle something called World of 
WarCraft: The Bornin^ CfUiode. Maybe 
we ll be playing Supre/rj^ Comm an dfer 
before you know it. 


B for freedom 

Merd alert DC's 
premier superhero 
group gets a nnakeover 
in this relaunched Justice 
Soc/e^ of A merrccr series, 
which pays homage to just 
about every legacy hero, 
from The Flash to the origi¬ 
nal Red Tornado. {Bonus 
points if you knew her as 
Ma Hunkel.j 





WIJUIPV MUSIC 

Normally, we 
turn you on to 
jd underground hip-hop, 

I'r mind-melting ruck, or 
jome trendy emo musiC- 
This time, we got suckered in by Susan 
Cagle. Between the rumblings of NYC 
subway cars^ her catchy tracks hypmtized 
jaded commuters. Listen to Tfie Subway 
iRecord/ngs and you'll understand why. 


Spverei^^ 


8 FINE WHINE 

The notion of a 
British woman 
whining out hip-hop 
may sound a bit strange, 
but try Lady Sovereign's 
new album, PubUc 
Warning, You'll hang on 
the lyrics that drip from her English drawl 
in tracks such as '"9 to 5" and 'Blah Blah," 



9 ON PISPLAY 

The eternal question: Do I go on 
that neKt 2<9-man dungeon raid 
or get into an eBay bidding war over that 
limited-edition Ninja Turtle bust? 'Why 
not do both? The Pertelian Ejdernal LCD 
Display v4 plugs into your USB port and 
displays all sorts of data. It'll even support 
your Own Custom apps. Got S49 to spare? 
Hit wwwthinkgeek.com. 


/n WEEKDAY WARRIOR 

II I A shout-out to Cut Corner 
I Company Productions (students 

at Sou them. Methodist's Guildhall) for this inven¬ 
tive Hotf-Ufe 2 total conversion. You Ye Doug, 
the office loser with the overactivo imaginatiorr. 
Part adventure, part Offke Space, part Metoi 

Gear Soiid, Weekday 
W^irn'icv is good for 
a Faugh—and worth 
a free download 
from httpy/students 
.guildhall.smu.edu/ 
-weekdaywanri or, 



PIPELINE 

Save some cash for these 
upcoming games 


fBiiujuir aooT 

FVBUSHflt 

OMd R*«ri 

□foomCMchor 

IFUi-l 

DroamCMthor 

Sfidl- & Htrattt nam* Rflfng 

»E 

Jmdm Impln: Sjndaf tatthin 

IKSamas 

LJL StiHl bcbig 

firaava Sanai 

Ma«tElJ4m 

CndBiurtan 

PunSlm Baialul ZOM 

Matria flamai 

Tha Stmi 3; SMf«nt 

EJac-fronlc Aril 

Storm of Won Bottlo of anrholn 

Uhioft 

SURrtm* Camml tid«- 

THQ 

T*lA Dihn UnBifilti*il 

Atari 

UF(k extrOtanwtrlali 

Tri %finrgy 

War Front: Ikin^g Ptdjit 

CDV hifbaara 

MARCH 2007 

FUBUSHLR 

A^ of efrntoi: Captain BIochI 

Plajdoqk Oamas 

Command a Conquir J; 

TBIirhiin Wars 

EJac^idc Arti 

CSl: Hard Mdaflca 

UUaaft 

tnomv Tonftor]^ Oualto Wprs 

Awhrittan 

Ohoft Bonn 

AdHncad WarflghlBr Z 

VMnft 

Marino Uiarpshoalar' III 

fimava Samai 

S,TA4.,K,EJL; 

Stiadnir of Charnniija 

THQ 

SOnt HiHtw 4; 

Wolvoi of Iho ncifk 

tlUnft 

Ulvwfall 

DaO|t SlhfOr 

Than Quart; Immortri Tlkniii» 

THQ 

TWd Warids 

TOpWan- ktl vactba 

AR«IL 2«d7 

FVBUSHFR 

BloShoth 

jKOoFnot 

Brolhort In Armii HiH'i Hlfhwoy 

UUioft 

Coll of Juoroi 

UUioft 

Tho Loi^ of tho Hngt; OntInO: 
SfiodoHi of Augmor 

HldwJ^ 

Sown Hn^donu: Conquoft 

EnUftH Softwan 

StiodoHtun 

Mhrosoft 

BraiMfiVIUMMlR 2DII7 

OUBUSHiR 

Alona In tha Dark 

Atari 

Ana-rcl^ OnBiH-: Lart Edan 

FtaicDiB 

Crjris 

liactniidc Arta 

f rontbiK Faal of War 

THQ 

Qalartlc Ov lUcatkiRt 115 

Dark Avatar 

Slanloirk 

Qnrt Invadnns 

S4rata^y nraf 

Hau 

tlMaaft 

1 V Harlnat 

Zaro FOktt SohowB 

Sowar may 

hKSoft 

SwTHidari "Motir 

Kudowft 

IhaSamd Rkigi 

DmitCikdHT 


tfackT 



54 ■ Qynes for winolms the DmoAL m.AEAZNE 



















^PC 6AIVIE OF THE YEAR 







Blood aod Gore 
Iniense Violence 
Strong Language 
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Tracing 


GFW 1'J 


■ Pardon ui for just or>& moment 
as we indulge in one sentence's 
worth of breathlessv cheerieading 
hyperbole: TViou^fi every year is a good 
year to be a PC gamer 2006 was even bet¬ 
ter than ati those other years put togetherf 
OIC we feel icky now. Also, it's pnobably 
not true, especially when you look at 
say 199S. which might truly have been 
the Best Year Ever—the year of Hotf-Life^ 
SforOioff, and GiYm Fandango, 

Still„ 2006 was a stiong year for the 
PC. even with much of the spotlight sto¬ 
len away by big console launches. And 
though there wasn't one nriassive Wdrki of 
WorCraft-type grard slam^ there were still 
solid games for every genre, single- and 
multiplayer all year long. And how do we 
know this? Because we just spent way too 
much time whittling down all our favorites 
of the year to just the Top 10—^whiqh we 
present to you here. afor>g with our lUP 
Awards for special achievement in innova¬ 
tion. multiplayer ^d 10 other categories. 
We can practically guarantee that one of 
your favorites didn't make the cut. But heyf 
that's what awards like this are for: To cel¬ 
ebrate the year's great games and to piss 
you offl^The editors of GFW 


1UP AWARDS 

One* yw'w* Htn our top PC 
pkfci, hit htlpVi^^A«^3aOG.lUP 
to *** wKat th* conirtiuhilT 
thought. Thon. go lo 6FW04.1UP 
.con fora spodol "Wortt of lOOii'' 
•dMoit of di* GFW Radio pod uot. 
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'■' Cl j o t ^'T e yp e ' 







WORLD OF WARCRAFT 

Still the only MMO that matters 










;>' Before you fire off on angry e-mail reminding us 

I I that Wofid of WarCraft came out two years ago^ let 
M ^1^ us just say 1) we know and 2) we actually could've 
made a very strong case to stick this one in the No. 1 slot. You 
simply can't deny that WOtVs influence and dom^ination of the 
PC -gaming scene continues una hated — it's the tide that many, 
many gamers played and enjoyed the most in 2006. And for 
good reason, too, as Blizzard continued to show how to prop¬ 
erly Support and maintain an massively multiplayer game with 
massive content updates [including Ahn'QiraJ and NaKKramas) 
that kept addicts going even when they swore to themselves 
they were going to puit. And hey hOw many games get their 
own dedicated Ssufh PorJIr episode? For that milestone alone 
this year< wow makes the list crgojfl. 




BONNIE'S BOOHSTORE 

Don't take it casually 


B Sonnrek Bookstore stands out from the casual-gaming pack 
not just because it's a great game (and it is—word games 
don't get much more fun) but because of its pedigree; It 
was designed by Phil Steinmeyer. the game developer behind more 
“hardcore'' PC games like iHeroej of Might ond Magic, RaHraotf 
Tycoon it, Tnpprco, and more. Treason? No. Simple intelligence is 
more like it. The casual market is exploding, and Steinmeyer's move 
may just herald a return to gaming's roots; Virtual one-man-band 
projects like Bonnie's Bookstore give creators back the control 
they lose when multlmiilion dollar budgets and big publishers get 
Involved. And the limited budgets mean they have to focus on 
what really matters: the gamepFay. It's only a matter of time before 
a "casual game" becomes the biggest game of the year for hard¬ 
core and non-hardcore gamers alike. 


BUILD WARS: NIGHTFALL 

Play it your way 

GujW Wars' biggest 2006 contribution doesn't mean much in a 
gFobal sense—though the game continues to gel props for its 
wildly successful subscription-free online model (there are cur¬ 
rently at 3 million players and counting), JVi^hf/offs added content does 
mean a heck of a lot for existing GW players, though: The customizable 
NPC heroes effectively turn Nightfaif’s campaign into a massively single- 
player RPG, forcing you to r^efy on other players only as much as you care 
to. It gives you the freedom to play Gu/ftf kVfcrrs exactly the way you want. 

In today's Wofid of WorCraft- 
dominaled FvlMO space. Go^iW 
Wars stands as one of the 
few contenders to fully and 
successfully carve out its own 
slice of the pie. and Nightfalt 


QUiRHfEST GAfnE 
eOOKWORm ADVENTUfieS 

^TTT^ L« tiM booliwsmi down 

fots Hifth the fi>v of ui tngifh 
tcHh«. Wa'w* hoard at crott-genfe^ tmt 
'"wovd gaiwe/RK" (th* fiowr of 2yK ghm 
you m bonus for sptlling words whh x;, Y, of 
Z in tjfwm} li ■ now otw. And a ^aouf on#. 


Aaum Came 


Optwns 


iSLvre:si 
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DEFCON 

High tension 


ART DIPGCTION 
_ DEFCON 

Proving blggnr Ami «hinl«r 
dfHsn't rMOturily tqiul Iwttar, 
lirt*rDv«f^on wpfvt nlth ''■rt-d*CD Dojr-CIo' 
to flKont* lb unr room BiHt rtpramit 
ArvNgod dof^Mtd thst'c ■ hug« part of 
MFCONTt •ppttml. 


6 Sir Alfred Hitchcock once dreuvr a Eine b9tween s^urprlse 

and susp«n&e: Surprise, he said, is showing your audience 
some folks having an innocent chat, and then having their 
table suddenly explode- Suspense, on the other hand, is showfng 
the audience there's a bomb with a timer under the unsuspect¬ 
ing folks' table first—and then placing a clock prominently in the 
scene for good rneasure. 

The folks at U.K.-based Introversion rrust have read that inter¬ 
view with good Sir Alfred, because DEFCON is the most simply 


THE LORD OP THE RMGS: 

THE BATTLE FER 
^miDDLE-EARTH II 

EA listens up 

Electronk Arts' Bottle for Middle-earth if is a nemar kable example 
of what happens when a developer takes criticism seriously. The 
original BfME suffered from quirky design fiaws^ severe^ iiTi.bai- 
arced heroes, interwely small unit caps, not-different-enough factions 
and buildings in de$igrt?ted ^reas on^. It resulted in an outcry frcim the 
hardcore RTS com murkily, which EA took to heart—and channeled into 
8FMF2. one of the be^t fantasy strategy games ever made. Sure, some 
of the'additions" like 'build stuff wherever you wanr aren't anything 
special—but taken in combination with a killer interface, far deeper 
gamepJay, and EA's continued ear-lo-lhe-grcHurd design mentality (evi¬ 
dent in the many fan*requested balance changes that the vl.OS patch 
implemented), it's a standout game in 2006'smosl standout genre. 


suspenseful strategy game of the year The conceit: Build mis¬ 


sile silos, subs, and other machines of nuclear war; and watch 


(and sweat) as the DEFCON level shifts from E to 4 to ? to 2 to 


Apocalypse Now. The first time you see a circular burst of white 


and 'SAN FRANCISCO. 4.2M DEAD,' it'll leave you cold. 



TITAN QUEST 

The best action-RPG in six years 



while the gaming world has spent the bulk of this decade 
frothing at the mouth for any signs of DiobSo tllj a score of 
wannabe 'Dhhio clones' have come and gone, all promis¬ 
ing—and failing—to fill the shoes of the greatest of action-RPG 
series So all hall Titan Queit, the first such game to actually stand on 
its Own, thanks to a great setting (ar^cient Greece, Egypt and China), 
a challenging artd compelling skill system, and most importantly, an 
excellently balanced monster/loot reward system that, like Diablo, 
keeps gamers glued to their screens way too late into the night hop¬ 
ing that one more dead' monster equals that next coveted piece of 
epic armor. A solid First game 
from Iron Lore—if the folks 


5ADLW IGNORED 
_ AUTO ASSAULT 

Aslun and uirii|UB u it NCioFt'i 
or MMO'i a pntty lon^ 

ttvfidi of Hgirway— mx Irmly, In fart, thnt 
tfw g w i'i iDult^c: 3WHS got m ar y d 
tagaChar right an« taundi In ordar to cem^ 
iMrt tK* low populidlon proixlwn. 


at the company keep it up. 
they may someday get to hear 
games referred to as " Titan 
Quoit clones' 



GAINING STEAM 

Vilwa'i iBgifl-dI*t > li mi an «»rvlc* shot and icoaad In 'QC virtlli * llnaii|i bi^kiifing Artfwisbm, 

2K Gamas, and PnpCap'i bait (prapa tor getting ilia i p li nd ld but undai pai tui iiiing Psy^ienauii off 
tha bwidh, too}. If tudi plays pesftimad Staam as tha ITimhs of PC gam**, su|»part for hHlIa darlhipt 
introvarslon (VpCInii, OmtHnia, I>tKONi sug^artad Sunulanca nim f astIvaJ. And what's for ^ndrig 

is good for g ansa ra ; try-baforvyau^biqr premotloni, aasy inst^lAinlratatl uptteni, una^xtnp mod brcnvi' 
ing, and a functbnlng f i l a n ds U rt at long last^^^maunt to muaa than btawlng smoha. What naads to hap' 
pan naict li trldilaF. SawanI publihan privrtafy tall ui ifiay'd Iha to sail Ifialv digitaly dtatrlbutod loftHrara 
at radiicad prlcai but fear baing Hm fbst to "pud fhatrfgf^" on pomafiir brlch-and-^mortH rvtailarE. 
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aVIUZATIONS II 


NARRATIVE 

HALF-UFE E: EPISODE ONE 

ScHIm Marc Latdlaw and tha Half- 
Lifm 3 craw cairvfiilly and clavarly 
mad* nld anutawimanla intamtinji and an 
NPC alty lomabody to can abeuL all wfth- 
Dvi ntofUlnf to tlw usujil "irlcla'^ (rf th* 
vidopgarna ftaiytoding trad*. 


It builds chiardcter 


4 0rte riddle rer^lved, thre* mone lo 
mull over—I Ike TVs tort, Haif-Life 
2‘s premiere episode answers little 
and leaver asking. As it happens, 
and ■‘where"' are people vwe've befriended 
and places we've been. Time, however has 
chan^ both, go^girl Alys Vfemce irtcluded. 
That she helps more than she hirvders Is an A.L 
accomplbhnrient—that we care about her as a 
character is a ward-worthy. Neither queen bitch 
nor princess in need of hand'holding, she's 
something believably in between, resolute and 
shaken and self-reliant according to circuni' 
stances. And if Alyv benefits from the format's 
brevity and Intensity, so too the filler-free 
action: every development feels fussed over, 
edited a la a director's cut—which, in a way. 

It is, with the inclusion of eye-opening (and 
optional} interactive commentary. 


LEVEL DESIGN 
PRBV 

Flinm art wklb; milt are ealikrgti: 
up, down, hfl, forward, and 
behlmt mra liftTglu n gMble in graw' 

Hy-agnoctic, topiy-lurvy, ona^af-a-liiiHl 
■avail. Dramamlna not IncJudad, 



TRENDS 


7 big changes in 2006 




The little game that could 

3 Stardock boldly went where few game- 
makers had gone in a long while when 
the company sold Gafactic Qvitizatiom H 
without any form of copy protection, which 
made it easy for us to play anywhere and 
extremely often—at home, during lunch at 
work, on the laptop riding the bus home. And 
through domino effect or pure happenstance, 
GofCrv ff was the best-sellmg piece of PC 
software at Wal-Mart the week of the game's 
release, an unprecedented feat for what you'd 
generally peg as egg headed space-opera 
nicheware. None of that of course, has any¬ 
thing to do with the fact that is the 

single greatest 4X space-strategy game in eons, 
catering equaily to warmongers who love build¬ 
ing model ships and players who prefer to rule 
by convincing other cultures they simply cort'f 
live without your moon-tennis shoes. 


INNOVATION 
BARRVS mOD X 

Swn* mods ar* content to mUn 
monrtcrs. aw add battfa miidK 
TMs onv grvtU yOu Ih* puirtotD mtos with 
RMfly awy ay rt of Valw'i {Souirc ongtoc. 
Wild phydcs cxpcrknents, Vettigamt dam 
pjwdto—the sicy's lb* Hndi, and Ihtfi sofiw. 


MIDSEASON REPLACEMENTS 

Tba O et P ix r 2005 cav«* of Can^putfr fiomln^ IdTorfd 
■ Ml lahmut "A naw H^f-Llfr awaty 5 months Yail''' 

No! Sine* "^{todk coirtant'’ was dubbad Tba Nant Blp 
Things tha only nujoc gAma to gat Ns sacond act logathar 
li Sonr 4 Mew. SiN Sp^dm imar get past Ms pilot; Half- 
Ufa 2z fpisadt Two is aarmarhad nina months (Or 
mera) aftar D, Se far. "apisodic'' has prevan no dlffaiBiil 
fnm "•■pansJon pack." "saqud.'' Or “vaporware," 



STARFORCE FALIS 

N wai tha ids* of daath for any PC ^ama in 2tK}Ce if 
StarPorca urai on tha (Sk. many gaman refuted te 
Install It. Why? Because this kwldlous ittia place of 
"copy'protacllon" software turned out to ht malwart In 
■higulia, bnrfdng the CD and DVD drives of nwiy unsui- 
pactlng gamers, dasptta tha Increasingty shrill and bOfdaHIna-lnsana danl- 
ab of lha company who fnada It Sy wear's and. fhouglu the word was nut. 
and gasiH campanies were actively Artanctng ihwiiielves from It. 
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SHAKES 


Molly, ihc niLieslro of lechiioiogy, isjusl one of tlic iiiiiJiriiig itulopcndoiit arlists yoiril 
IukI ;U eMusic. Arlisis like My Morniiiji; Jacket, the Drive-Hy ‘Iruckeis, Blind Willie 
johnsoii, Clu'l Bakeri. SuliiU^ Steveiv?i, High! no^'get 25 iVee soiigji ju?ii f<»rclTeckiiigooi 
ihe site. And start shaking tlial booty- 


cmusic 

1 Site for lodependont PiAuolc 


GET 25 FREE SONGS FOR CHECKING OUT EVIUSlC.COM/IVlOBY 


GM VblS dcviloibiintti a Ih m Cfl* mUJfltbiMimg MhouAwi H4y Cltd^od rtqui«d IAjh e 4? «l tUusc'i'pacwjf Hbjed b'Chrgi ndv* rdan-xliid' b«lAKi me (Uuk ti a itvi^ irjdsiwt nd h# 

iHLficlQgsiii^;dktiaA<lcU&taailic;nltwU£A»deAii4£uNtitt ntpilittfLndniak^fi^lifSarfiiHr kc 
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BATTUE SVSTErri 
COmPANV OF HEROES 

Sullt on th> FifiMd Idtafa 
«Miilii0 formulatvd In Hi Warhammwr 

ojfpuidod upon with snart- 
ly dulling toch liiis, and comatiled witli 
t»n«« pufh/rttrMt nod« wwfart, dwafop- 
or Rflic ifoJfad it In Company of Moroa^. 



ifif r 


COmPANV OP 
HEROES 

King of the hill 

S pan out and see Flakpanzen honeycomb¬ 
ing parachutes: zoom in and gawk at 
lark shells glancing off Tigers. Bind's-eyej 
worm's-eye. Company of Heroes is candy, and 
something (antali^Eing happens when real'time 
strategy looks like a lop-flight FPS; when GIs are 
more than meat for the maccpmanaged grinder; 
when Che game earns its name. Drawing on les¬ 
sons learned developing Waihommer 40,000: 
Dawn of Wot, Relic limits resources, distributing 
fuel, armrio, and manpcrwer across an interlockiog 
netwbork arird forcing A^is and Allies to fight at key 
nodes, Combined arms tactics are easy to execute 
and ultra versatile. Smarts (as in foresight to coun¬ 
ter an opponent's lech track} tell the victors from 
the vanquished, and asyrnmethcai Axis and Allied 
forces guarantee that victories (and the genre} 
never look the sanne. 


THE VEAR IN TECH 

Fast cards and scrap metal 



HARDWARE AWARDS 


that you won't MO a major gaming perfo^ 
mance boost until quad core, then you know 
the/re onto somethirsg. 

But our 'Best in Tech' award goes 
to the most lign'rhcant graphics 
card in years—the Nvidia 
GeForce 6800 GTK. 

We've all Joked 
about 


■ 2006 saw the highest of high- 

performance PCs and the lowest of ttw 
"how high were they to design this JunkT' 
lows, Can a S2S0 Killer NIC card really improve 
your Online gaming performance? Not if it 
crashes your PC, If you build a PhysX card, will 
they come? Reply hazy—ask again when 1) the 
drivers are more robust and some games 
(such as Unreal ToumamQnt 2007) that 
use the technology actually come out, ^ 
2006 will also go down as the year t!! 0 

Intel stepped back up to the plate and 
swatted a CPU home run out of the park* ^ 
After years of being clowned by AMD 
Intel proved itself with its Coce 2 Duo pro¬ 
cessors—you no longer look like a gaming 
Chump if your PC says "Intel Inside" But w* *11 
know PC tech moves fast and while the Con 
2 Duo processors are good„ the potential in 
the upcoming quad-core CPUs is even gnatwr. 
Intel's powerhouse processor just missed the 
window for best-of-2006 consideration—but 
when software heavyweights like Valw lay 


how big graph- 
^ Icscwdi*«and 

how nobody b» 
tfrOHjgh morwy to 
afford two for SU {Scalable 
Link IntarfK*} inDda...but now 
you don't need '*m. This boast Is as 
powerful as two 7900 GTX cards, and it eaU 
berKhmarks for hrHkfait. Not too shabby, 
considaring it's cheaper and oofiiumei less 
power than dual boards. It's also the first 
DirectX lO-rtady graphics card, so that means 
you're one slap closer to Crysit. 


TRENDS 


7 big changes in 2006 



mULTIPLAVER EXPERIENCE 
COmPANV OF HEROES 

MuMplayeru bang-ilHd por- 
fieou* as any flrst-fiarson shooter 
and Bi hniiHnlve, mnniinMc, and IDI 19 + 
Ihiad u diB mJ^tlm* strategy geim''x lop 
guru—that'* why we'll lie play^ COff well 
liwlo IlUT, too. 
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THE ELDER SCROLLS IV: OBLIVION 

Thanks for the memories 



I We near^ just ftipped a coin to determine ouf 
Mo. 1 and Mo. 2: No question, either Company of 
Hemes, or Od^'.iVio-n vi/ag the "Garne o^ the Vear." But 
when we tallied up our per-capita PC'gaining 'moments," 
Bethesda's open-ended fiPG wonder dominated our 
brair^^; Hunting for a lost painter, and then searching for 
him in his pamtiug, oil-brush 5lra4?es and alf; stumbting 
upon that secret hole in the ground that turned out to be 
the ancient ruin of a lost civilization just there, ya know, 
in case you felt like it realizhg that the crazy half-elf 
Glarttiir just might be the only sane one after all—and 
then Second- and third-gueSsing yourself until you're 
simmering in your own moral stew (looking for good 
videogame writing? Look here.!: even just taking a 
moment to stand on a hilltop and see as far as the eye 
can see Mo game made us say 'awesome'—and mean 
it—as often «this, 

But a game is more than just the Sum of its minutes. 
Obiin^on not only let us play our way, it rewarded us for 
it—and sucked up our nights, ctominated our work days 
{counting the minutes until the clock struck 5), and com¬ 
mandeered our dreams as we planned out whkh AyJeid 
ruin to plunder rwKt rethought bow we could have 
handled that half-elf differently or plotted the countless 
ways we Could completely avoid the main storyline artd 
still have a ton of fun. It's also, like our past Game of the 
Year winners, one of the few games we can universally 
recommend to onyonie—not just people w ho love RPGs 
but peep le w ho love games. • 


^WDW' momENT 
THE ELDER SCROLLS IV: 

□BUVION 

outdda IIh InifieflBl Cyradfl fBW« 
M a«td Iqulitt through bihtdfvtg fun 
«t tfr* ntlVof of woc^Und, ttrwn-coun^ vale, 
and nlpinu |iHki tint buconw ynur buundlufs 
lilayspnC* enrUrfh* n*Kt tiO htwrf . 


□ESIBNBR OF THE VEAR 
_ RELIC 

woriiud Duuftini* |fi 3006, ebum- 
Ing out both Cony oi y of Hornoa and 
IVflrAiomirMr Oovnt of l/lfor—DaHt 

Crmwl*. two uf thu Imt rMl'tlrw* strvtugy 
gafii» war. Hogafully Dawm of War J'b mil: 
hrafi. 


CHARACTER DeVELOPmeNT 
THE ELDER SCROLLS IV: 

□BUVION 

ButhHda uM "piiry K yourwary,'^ md itwy 
mvam tLBugo^, hehad, lMawtzHd,b« 
athluf, bu a gcwd-bud-wbsd-thM—buwhaduwcr 
th* hull y«u wkrtud wHhb iha fyf tm't ^ttnuruus 
fI iMiieiiHMfL Halk you cnutd avan imiia ytur sfiorj:. 


CULTURAL meVEmENT 
_ STEAm 

f^ll Jj Wu one* hmdud SUMfn CGWf Coutur 

nftha'Vaar ‘'■wvd.'’pat^kip It h ZOtH'i 
vpOrfL Tire jrfM-f and u 100 dugraal latuv, Vahru^'t 
imSa-analillng illgHal-ilbtarlbtitlBn sanrica is 
pofsad to ckaiga tha wc gat our games for 
good (suu "Gaining Stuam,’' pg, S9h 


MICROTRANSACTIONS 

ftut-rich-quidt fchamof. Lova 'um or hat# 'am, ona of tho murltlar p ro fi t ■maa airplaaad In 200$ {aflda fiam 
in-gama ^wartiilng) had to ba mlcnrtraiuactifMB— paying "pamUai" for Ama-iind bits ol axtra contant. Tha 
Itnaa-Jurli ruoction of thu Kl crotad, utad to It* modi and patches for firaa, was aitpruhoftthru to lay tha laatt. But 
what ftartad with paying raal'Wortd caih for soma pJddiy in-gama horfu urmo* actually gainad soma momantum 
throughovt 2006. Tha trichf novUIng lignHfcant centant for tha monay: 01010 raal guwti tn OhtMoo, BattioPttd 
booftur pa ckf—mlcrotraniaction contunt waa mora “apifodh:" -dtan anything alia that bora that monlhar, and 
it smartly aifdad antra Ufa to gamas.. Tba only faar wa hava stams from ghmoiwHis ptibHshars short-ibaafting a 
gama's dut-itf-the^box featum to nuka paoj^a paiy aftarmarfcct nurhups. 
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EXCLL SIVE HANDS-ON 


While such ^ goel would m^ke eyes roll conning from most peoples' 
nsouths, ft sounds perfectly plausible comiug fronn DeUse—he's nevef one 
to sugsrcoat the truth, and given his track record^ if he says something's 
brokeni expect to see something fixed. 

Back in 2001, a group of rnodders dissatisfied with the state of shooters 
rallied around DeUse, formed a studio called Trauma, and set out to create 
their dream game. Within a year, £>esejt Cofnturt —the mod that helped 
propel Batifefie/if to household-name status—was bom. 'Since then, Trauma 
helped create ^ tA acquired thenx and they qukk^ quit en 

masse, refusing to buy into the superstudio mentality—and there was no 
way they were going to leave the Big Apple for EA's LA. or Sweden offices. 
Afterward. Kaos was bom. 

Older, wiser, aivd ready for his team's first original project Oelise 
believes ffontl/nes can beat Battfe/jeJd at its own game. And Ghost flecon 
Acfvoncerf And of Duty, And feurfwnwnf 2007. And 

£nemy remfory: Oucrke Wbrs. And...welL you get the idea. > 


□ '“You know what I wantT" Frank DeLise, general manager of Kaos 

_Studios, asks with a glint in his eye. ''I want Ccrff of Oufy on crack. 

Seriously. I'm a gamer and my needs are not being satisfied. There's no 
nrvddle ground in team-based multiplayer combat It's either a bunch of 
guys running all over the map hitting control points Or tightly structured 
teamplay—M don't want to be the medic, but the team needs one.' I want 
more than a single-player bot match, and I'm sick of disposable single- 
player campaigns that have me die and redo missrons a million times over. 
You've got games with either great single-player or great multiplayer...J 
want both!" 

Is DeLise's rant the wired result of yet another all-nighter? Maybe, but 
the driving force behind fronfJjrfcs; Fue/ of IVor feeds off that—and the 
crackling energy of his Mew York City home front. He's a man possessed, 
working with a 60-strong strike team that knows exactly what it wants: to 
nnake the best damn multiplayer and single-player FPS game out there. 
Oh, is that all? 











BLOOD raa oil 

K»4 is good at Stinririg HKtt Pwcit 

Ciimbot'i modem Middle Eastern nnisiioris came 
aloog jjust as Amenca was settling unto post-9/11 
discomfort drawing the attention of NPR, CNN, 
and gamere alike—but Delise says it wasn't a pfoy. 
'Back then. I wanted to play with nnodern mlitary 
weapons, and nobody was making that Lgame], It 
just happened to be strange timing."' 

So should we look for tfipof^vsnient Truthi within 
frortf/rfles? The game after all, about a looming 
energy cnsis and the world war that follows. David 
Votypka. design dinector on Front fines, denies that 
Kaos is trying to make a statement—tostead, current 
events are making the statem ent for ihenriL. "Fnom 
day one, we had two goaJi.' Votypka says. *‘The first 
was to create a deep single-player ejjperience. The 
secorto...w'as to gel our hands on ne^rt-gen military 
equipment And I didn't want to go Sci-fi-“ 

Before Kaos' computers were even set up 5n its 
offices, the teem, pou red over stecks of books a nd 


nrewspapers. Here in the real world. Western troops 
drill in the Caspian Sea while a 'NATO of the East' is 
forming Shanghai Cooperation Organization). 
Frontlines builds from there. "Everything we laid out 
is ertremely plausible specJatiwe fiction/ Votypka 
says. ‘Govemmeots have known about these 
growing enetgy problems for generations—we just 
added bits that make sense in a desperate world 24 
years from now." Call it Kaos' Theory if you will. 

fFontlines' e^rtrapolates a bloody battle between 
Western Alliance (NATO, essenbatly) and Red Star 
(Russia. China. Kazakhstan, et cetera} forces. The 
team has drawn battle itiaps illustrating major events 
of the entire war, but according to DeLfse, “the first 
game is a tiny little section'." 

And if Frontiiries appears to vilify Eastern nations 
that isn't Kaos' intent "We don't have any political 
motrvatton/ DeUse says. "In fact we originally 
planned to create a whole campaign for the Red ^tar 
army as well We just didn't have time.' DelLise sees 
this is a perfectjumping-off point for a sequel if the 


franchise takes. (Spoiler Alert Frtmtfines ends leaving 
the player in Russia; we'd bet 20 yuan that dealing 
with China in an expansion sets up a true sequel.} 

SINGLE MULTIPLAYER 

While making a great multiplayier game is certainly 
one of Kaos' goals, that part feels like a no-brainer— 
D&etl Com&fft proved the team can knock out a 
solid map in its sleep. "For us." OeLise says 'the real 
challenge vi^as finding a way to change single-player 
djarnaticsHy and try making a leap forward." 

The day Kaos opened for businesi they asked for 
the community's input —CRAW players, Bnttlefetd 
clani everyone. '"After alL' says DeLise, "they're 
the ones that helped us make Oes-ert Combat so 
great. Game companies don't get that invc4ved in 
the community until it's too late in the process to 
implement any of these ideas.' The final recipe they 
settled upon go-anywhere, do-anything action; 
remote-controlled drones; teamwork; ar>d controilNng 
the flow of battle fo keep it fast-paced. > 
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«Otwms and tomiHTDVf'ii widitn— 
HrnrUng tagctlwr, they'll keep yaur 
Hummen running and gai under 
(4 M geJIanr Make »ui« to> gi^ah that 
Drone Tech skill—then kick back and 
remitlvly contra I cybenwtic ntinloni 
while squatting safely behind a 
tank. To prevent you front churning 
out wave after wave of driHws. a 
cooldown timer ticks down before 
letting you order reinforcements. 
And don't think they can defend 
themselves—If you're not controlOng 
a drone. It's a metallic ilttifig duck. 




/7 


■ EVERMTHINB WE LAID 
□UT IS PLAUSIBLE 
SPECULATIVE FID 


-DA^O VOTVPHA 
DESIGN DIPECTOR HAOS STUDOS 


UNIVERSAL SOLDIER Mix and match skills to create an army of ones 


1 


CLASSES Firft, pkkyOur weapon loadouttr 
ASSAULT 

All-pjrpose fighter with assault rifle, grenade 
launcher, pistol, and grenades. 

HEAVY ASSAULT 

Goon that hauh machirke guns^. 

SNIPER 

The camper. Aside from a high-powered 
rifle, you get proKtTkity mines^—the perfect 
interloper deterrent. 

ANTITANK 

Loaded with rocket launchers and land rntres, 
SPECIAL OPS 

This stealth-tastic soldier uses silenced 
weapons and ^rno^te grenades. 

CLOSE COMBAT 
Have Shotty. will travel. 



ROLES Now pick yCMr specialirt job—and level it up in battle with XP. 


DRONl TtCH Go on tho tacttcal effonnwe with your robot ormyl Send out 
a recon drone to pork over «re«» or arm at»ult unitt with rockets loch 
side hu unique apfireadiei. The Weitem Alllartca focuses on steahi^ 
high-tech dvvfcet ltank-3 drone pthunks out morbr ihelli), whHe the 
Red Stor army uiee what amounts to lethally modded remote-control toys. 

AIR5TRIKI For tho loss subtle bHukrieg, start with act airstrike. Rank 3 
cbIIs In A gunshlp tp clcAr on atu. Rink $7 Wa'no tAlhfaig clustor bemiii 
or, in tha case of the Red Stac^ the Fuel Air Sacnb. Oh, and In the dngCe- 
player game, you'll be able to drop a tactical nuke. Nice. 

GROUND TiCH This iis the al-indudve support role, capable of healng, 
repairing, whI setting us strong defcnsm. Erect machine-Hgun emplaccfnents 
or mounted wrtltaidt rail guns tor anyone to use. Repak wNcl« and patch 
up people. So ga on, lend a haniL Just rememlier that the adrenaline dial 
revives people and Ifi a handy way to give live fees a heart attack. 

COUNTERMEASURES This tactical defensive skill lets you take out dVones 
vrith EMP gredades, disable vehicles by using an EMP rocket, or call In an 
EMP pulse bomb that'll short outa city block. Tactical tip du jour: Rre an 
EMP rocket near a chopper. When It flails about defensctessly, fullow up 
wHh a rocket, then just wait for 'em to say, "Wha happunT' 
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FRQNTL NBS 

EXPLAINED 


Thf prologue i;ra9h-lBndx ■ li#liliid fnfmy 

1in*s. R'« th* bvglrHiIng vf Worlil War III, and the -ftrtt tKab 
4n btlng Hhid tt jrotir litad. Vour mlstlon: Surviv*, tty t» 
iBcun the fuel depots, amt exflKrafle from "Nl.'" 

FraaHinas rtarts imall and qulcldy expands to Include 
mere objfectivex. Flrs^ you need to either tehe out a SAM 
launcher iKe or secure the aemoty—which dinctlen you 
cKoof* end how you accompliiti allher It awtiraly up to you. 
PATH A below pretentt on# pottlbl* method for clearing 
your way Co the SAM launcher site; PATH B shews hew you 
might choota to tah* coittrol of th* anmory. 

Once you'vt Accomplished your first goal, tho play 
field broadens. Just over the horizon on the mon^rous 
Starttiig map lies a motor pool twhich grants yOu access 
to Humvees foe direct assaults) and a huge series of oil 
pipes (for a stealthy bisertlen to the final level objectives). 
Accomplishing objectives pushes tho concentrated battlos 
Inward a new specific area. This leads to an eventual tug* 
of-war as objecthrei change hands. FnmtJintS Isn't the 
first game to try this—fnemy Terrh^oiy: QuoAt Wars and 
possibly even Unreal Toiimarncfrt 2dff7 are heading this 
wey^-but It numbers among the few to push the flow^of- 
combat model. 


PATH A 


Want to get aN tactic^ No probi The gi 
phy a lot Khe you want. 


Ail you need to do Is get to a good posmon and 
pick away at those lousy reds from a dlstwKiw 


Ortce you're In position, fire away^-you lousy 
camper, you. 


¥ 


1, 

_1 
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^It took a year to know if it even worked in 
Single-pjayer," PeLi» cOdtinUM, TWe rtwet the 
A.1. to use the environn^ent k well as you will. 
With all the vehicles and destructibility, we want 
to make it feel like you're walking through a 
town, not a hallway. We're shooting for that Coil 
of Duty intensity ii^ a nonlinear world." 

A Cotl of Duty sans scripted scenes? Since 
Frontlines' world is open, Kaos can't rely on 
trigger polnu to rriove events. There are 
start and end sequences, sure, and rtiaybe a 
couple moments that vary as you try different 
approaches through a level, but most of 
Frontfines' triggered cues are aural. As a firefight 
erupts, the cracks pot down in volume white a 
Block Hawk Dowrt-esque score washes in. The 
rest lies in the harrds of the A.I. programmers. 

AfmftC4At INTELLIGENCE 

'One of the big challenges is having A.I. that 
inieiJigentEy reacts to the map and the player,' 


says senior producer Joe Halper, and so A.I. 
and animation were lop priorities early on in 
production. ICaos employs four A.I. programmers 
(including Chris Journey from Relic's Company 
of Heroes team;i and a group of five animator's 
dedicated entirely to A.t, animation, Among 
them: facial and A.I. animiaEDr Anc^ Grant who 
helped create frightening and realistic 

enemy behavior. 

You can already see Ihe fnjits of their labor. 

If the A.I. sees you move arourrd a comer, it wilt 
cautiously hold position. If it suspects you 're up 
losoitieihing, it'll circle around and try to flank, 
DeLise, Halper, and Votypka all drill home that 
there are no breathers or "safe spots" as in Colt 
of Duty. (In COD, you know that a wave of Nazis 
will arrive the second you walk inside that church. 
Need a bathroom, break? Just wait outside—no 
need to hit pause.) In Prontimes, the enemies 
actively look for you if they suspect you're in the 
area, moving from cower to cover around your 


last known position. And once they find you 
they also know when to run back to ctefensibte 
posittorss^ protect objective^^. and call for help. 

The A.I. communicates with both you and other 
troops the same way. Red Star soWiers talk to one 
a nother—and so does your division. 

As we attempt a decidedly Rambo-lsh approach 
in OT»e playthrough, a nearby Squad member sees 
an RPG in a building. ■5;***li Rocket to the left!:' he 
yells. A second later, we hear the kdiijVTk-whcw/? 
of said rocket sailing past our position. If s not a 
canned comment followed by a triggered event— 
It's all A,l, interacting with the pbryer on the Ely. In 
the slow moments, according to Votypka, yoix 
A.I, squad could randomly check the status of the 
mssion or tell stories, tf only for a second, it foels 
like you're in the midst of a multiplayer match—or 
an intensely dnernabc experience. That's the point 

Drawing inspiration from a number of sources 
(including AJiens, according to DeLise). your 
gquadmatesin the single-piiyer game have distinct 
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This is Umla fhe ihe game's WaJ-Msrt. Vnu see 
Ihait Rwliet Laundicr on the wall? All mhie. 


One lousy guard 1^ protecling the wmeiy? 
You're Udding, light? 


You know what? I'm Just goniH keep waMdng 
down 1h* street hki I own the place. 


StMlthT TTuN's for wihhl A! 1 need b » ftih 
^chet, ■ bottle of Jack, and a boanutkk. 


Oot m gun empliKemeftt to deel wWi? Ton » 
couple wei^placcd gnnades. Ptehlcm solved. 


1 


p 


PATH B 


J 
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peraoralities. This isn't just in-the-field chatter, its 
5 Iso l^CticaL Vou don't control the A,l. so 
trying to assault a motor pool from behind becomes 
an interesting ejcpenment in how the CRJ reads 
a situation. Rather than a frontal assault, we creep 
a round the back Two sold iens post up near the 
front while another trails behind our lead. Without 
any orders, the two up front create a disiraction for 
our stealth kill shots from a flanking position. 

SinnilaHy, all the animation nrakes. M. actions 
appear more believable. Soldiers struggle to pull 
thennselves up onto platforms in different ways: 
they crawl, scramble for cover, and if an obstacle 
is in the way, they roll or dive over it None of tNs 
is scnpte4 eitlwr—it's Fjwiiines'situational A,L 
picking from a huge library of aninndtiorts To these 
perfectionists, though, the work's still not dOne. 


week. Then we'd put in a huge new feature in 
two days, like |Sf/sJ convnrkancier mode, So we'd 
build it zip it send it to Stockholm, play it. It 
was insane that we hadi all those things done 
in six months." The big lesson they learned— 
beyond how overrated sleep is—was iteration. 
'We'll make a game look like crap at first and 
plgy the hell out of it. The resutt is a tight game 
that plays well and will eventually look great 
when done. That's just the way it should be— 
gamieplay first." 

After ptayang one single-player theater of vyar. 
we jump onli ne into a couple of the 10 planned 
multiplayer maps^ 


"Weed Whaefcersi Heads upl' The telltale sound 
of Red Star recon cfrones whirs Overhead Looking 
like toy choppers, but loaded with C4, they root 
out hard-to-reach snipers. Machine-gun fire 
from rny tank turret takes one out, 'Oilfield'' is a 
large map (which we of course push well past the 
prescribed 3?-plaiyer nnartt), so eveiyone jumps into 
the nearest vehides. Humvees, tanks, choppers, 
antiaircraft—I never leave the oockpiL 5titl getting 
tweaked, the vehicles respond well enough for the 
moment If you've played Sotifefi^d 2 o( Desert 
Cdmtxn, the game already feels beta battle^ready. 
Taking to the borribed-out streets of Moscow in 
the “'Street" level lequires a different approach. > 


r\ T LGVE CALL OF DUT^ AND GQA W BUT 
H ITU TIRED OF PLACING THE SAmE EXACT 
L/ SCENARIO EVERH DAmN TimE.’ 


INCOMING! 

DelJse says that back in the Battieffeid 2 days. 
"We'd build slulf in and then play test twice a 
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«icst you think thfi 
sweet icrecfutiot 
Is so«n« hind of smolit- 
uid-fnimjn. rendec, may 
we present exhibit ■: the 
r*v*n«->ngl« shot of th* 
samefleeflght (phov*)'^ 


70 ewes for wmxjvvs the dftoal 


D 


"ITS FUNNV, BUT THE SCI-FI TECH IN AUENS- 
SECURiTH TURRETS. REmOTES, AND SO ON- 
HOLDS UP TO WHERE REALITH IS GOING" 


-DAVD VGTVPHA DESIGN ORECTOff HA05 STUOIQS 


• HOw do you ritoko O ntodom 
sniider that doesn't Just ape 
OMlVt Tbinlt Vietnam, but 
worse, where soldiers wear 
the taped-up khakis of 
their fallen coirifkdes. 


Now get to see the genius of tfie layered 
combat role/wieapan selections in actian (see 
'Uni-giefsal Sotictef.” pg, 67). in which you score 
kills and secure otyectives to cam role points. Earn 
enough and yog go up a rank in your connbaft 
role, That leads to more abilities. In rrvy first tesL 
pairing the Heavy Weapons badoui and Ground 
Support role lets me machine-gun suppressive Are 
while patching up people and vehicles, frorttf/nes' 
philosophy: Just because you like healing folks 
doesn't mean you should be stuck with the lamest 
weapons, Assuming the Drone Tech role, I level up 
as 3 member of the Red Star army and, score one of 
my favorite in-game moments—hiding arr^ingst the 







AND AFTER 


of the envirortment m the single-player game /- r 

is fully destnjctibJe; fn some cases^ you can create L# ‘ ! * 

your own path through a level. This tech was added |k^ - . , 

on top of the Unreal J engine. Says senior producer 1 B ~ 

Joe Halperi "When you see something like a tower I 
explode in Ceors o/liVor, It's baked into the game's V 

cut'scenes. HerCj it's all calculated as you play." 

without the benefit of physics cards (though the ___L_r .h_ 

game does support PhysX). Sandbags scatter, walls crumble, and wheels roll down the street. (Multiplayer is 
another nnatter, The team continues toying with strategic destructible points for online matches.} 


rubble and sending out drones. It's camping for a 
new miltennigm! 

As I Hip through my differerit combat role options, 
Oelise turns and says, 'The whole idea of a ranking 
system [as in 8F2] is broken, (t rewards players that 
jump in early and perfect game tactics with added 
abilities while it punishes people that start playirvg 
late in the game's life cycle," That's rxjt Ihe case here. 
Like in Eneffiy Temlory. ranks gained in one mission 
reset with the next match. After all, it's on^ fair to 
start a multiplayer game on equal fooling. 

FORCED FEEDBACK 

OeLise is still hoping to gel a few more 
things into the game before its release. "Like 
intelligent in-game VOIP," he says, “If you get 
into a tank, the game creates a shared space so 
that, even if you aren't tn the same squad, you 
Can quickly speak with each other.' Most of the 
other "to-dos" fall squarely in the postrelease 
content pile. 


He'd love, for example, to gel in a PC Co-Op mode 
for the singfe-player ganne. The game is already built 
to support it but it will probably come in a patch. 
"Wejust want to have enough time to test it arxi 
make sue it s right' Delise says. 

"We're defnilely big fans of the community,' 
he continues, 'and don't plan to nickel and dime 
'em for extras. I can't promise that we won't 
charge for everything, but as a gamer, I feet 
that there is stuff that we need to do." Maybe a 
couple free maps, a couple weapons—something 
to give back to the fans. 'Look at the ffattifefji'ej'd 
expansion pecks. A 530 expansion with a bunch 
of good extra Content makes sense. If it brings 
something new to the (able, greal. But a 5IC 
booster with a couple 'eh' additions is only going 
to piss people off." Translation: Publishers should 
be giving that stuff away free. It's only going 
to help grow the community and, according to 
DeLise. "you're going to make your money by 
selling more games." 


"Hey," DeLise interrupts himself. "What did you 
think of the game? te honest." he asks. Hipping 
the interview back at me. So in the spirit of Kaos' 
■feedback-friendly design theory, here's my two cents: 

Know your roles. The openness of how you 
select loadouts and combat roles is liberating, 
and more importantly, simple. More games 
should do this. 

This drone's army. Arguably, orre of the coolest 
things going is the ability to control dron«. The 
units themselves feel balanced and uniquely 
appropriate for each army. 

The dialogue is great. That's the handiwork 
of 'Votypka and Austin Grossman (£?eus £jf}. More 
irvteresting is the narrative device that explains the 
world to the player a news reporter attached to the 
squad,, contacting his network between missw ns to 
explain what's happening, Dunng missions, hcswever, 
he disappears, then magically escapes harm just in 
time for the end-of-level cut-scene. One humble 
suggestion; Get the newshound inside the game, > 
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hiding beS^ind caver and shouting out warnings, tf 
done righrt he could be the neKt Eamey. 

The "rear wairld. A b*g concern is hciA^ one 
can use llie Unreal 3 engine, niake a ganw with 
modem combat, and not have the scitditrs come 
olf kroking like G/tcat flecon's advanced warfighters 
or “generic troofSer number five' V^otypka says, 

“Just because we an IP that takes place with 
mcsdem weaponry doesn't mean it's GRAW. This 
isn't sqyeaky clean." From the way the A.k interacts 
with you to the look of the battlelield it does stand 
slightly apart from the rank-and-file war games. 

Your friend destructibility. Ifs already 
amazing what you can do to the game wortd. 
Blow up a Humvee and watch a Haming tire roll 
by. Deform defilades or blow ho^es in walls to 
create new paths to victory. The only potential 
gamebreaker is arbitrarily saying that one svalt 
is destructible, but another isn't—though that's 
more likely to be a problem in the muttiplayef 
game, since Kaos Is considering just making 
breakable strategic points online. 

Impressive openness. Granted, this was only the 
p rologue level, but how one peogresses Is entirely 
up to the player. Whether rolling across the desert 
with Hummers or peering around every comer for 
head shots, the game accommodates yoir choke 
and. so far. the team A.I. behaves accordingly. 

Live Anywhere, PC-360 grudge nnaijches? Hell, 
the fact you can plug in a 360 oontrciec to play is as 
good a sign as any. Kaos, pull the trigger and get Live 
Arkyvihere working! 

Now playing. Striving to hit CoHof Duty levels of 
intensity is tough without scripted sequences, but so 
far the little touches—like the dramatic use of audio 
and key moments of Al.—can help make a single 
miission feel Ike a trailer for Bkiik Down !f. 

"Thanks, I really appreciate all that" says DeLise— 
and he means IL After an intense day of demos and 
multiplayer firefights. he 
pauses, and bfeathes— 
maybe for the first time 
all day. ■'Man," he sighs, 
"I just hope that this 
game is great, we keep 
the players happy, and 
we get a chance to tell 
the rest of the story.' 

We hope so too. Now 
go home, Frank. You've 
earned some sleep.* 


Want mort? Nit up 
httpV/GFW04.1UP 
.CDni far game 
footag*. «kchjfiv* 
scrHnihoti. a 
guffrri lla^ftykr video 
tour of Kaos Studios' 
officffs, and mora^ 



BRUDBEmATCH 


Ktjw does Frontlines cofriparpto simitaf FP5 fare like 
Enemy Territoiy: QuoSte Wore? Considering former mod 
teams author both ^Fnes. let's find out. 


FRONTLINES 


£T: QUAKE WARS 


r 




ACrVANTAGE 


Big emphasis an At. ir> the srn>^'-ptayer ^ame su 
they don't fee I like hots—they communicste with 
you and each other and ut independently (but in Ene 
with level oh)ectiv«y Fultsfram Munoli^ 
and Relic (Company of Hemes) are worhing on AL 


None. Alt ptayerS^ are real playei 
you've ^t a bpeef with the Al.. I 
the etfucalionsy^tHii, 


. Su if 


El^t ttwaters of war. 


Sinale-Blaver mode 


None. 


Two different (but balanced) forces 


Somt dtfftrenw In skilb and wtaponi, but efftc- 
tfvely thff ume and balanced. 


Adymrrwtrfcal forces that art perfectly 
glanced? Whoa. Aliens and soldiers 
impressively CDllided in our pl^eSts. 


Line ol combat/pushing objectives 


Combat pushes to a unified front, which ran 
shuttle back and forth. No running around to 
points all ov*rth« map. 


Ditto. 


Unique weaponry 


Al real-worfd near-firturistic S^ar. Jkist watch Modern 
Morwts on the Disco wry Channel and you'B se« ha tf torees 
this stuff now. while 


^ I 

LpackrealMsh gear oflhefuluni 
the Strogrp are, well, unreal. 


On -the-fly objectives 


There areset objecbves. You don't need to complete 
them in any spedfic order, but you do need to be at 
the front lin^ 


Desitmctible environment:^ 


Definite in sin^C'pIdyer. possibly strait^ k poihrt 
in multiplayer. 'That is without the promised Pl^} 


card bfl>afL 


Good mix of skills./sp#dal abilities 


Four roles that level up in battle. Bonus points: being 
able to mix and match weapon Ioadouts wHh ddlb 
for mont flewble play. 


Each class on each side has some very 
cool, very uniqtw abilrties. 


Op«n, modddble enuinonment 


Kaos rK« razes the need for irvodsand fully infonds 
to malie JvnntHnes moddable. In fact, key mod teams 
wil gcft an early hands-on for headstarts- 


Tech racally.. it's posable, but evEfi id 
SoftHrare's iohn Carmack ays that if d 
take pro-sized teams to create mods. 


Live Anyyyfiere su pport 


Very 

pl^ffrs coiming orair 


' HjFr Bring! m 


nrmQ’ r^veirnofy. 


Fiwitffnes 


Fmnt/ines 


Tie (depends 
on preference) 


Senses israefs of opportunity w that, if 
you have the right ^r, the server tells 
you where 1b 90 . Very nOOb^friendty. 


While you can deform the envirOmnent 
slightly., no. 


(slight) 


iFmnflfoes' 


FmntHnes 



was originally intended fi3r detailed end Used 
areas gets buffed for huge outdoc]r batdei. 


Oitfb. Overhauils the Doom 3 engi rw 
with biEzword dujour "liiegpfeiitures. 
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Cyberpower recommends Windows Vista" Home Premium 




Hard core. 
Quad-core 
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RAtmavfts 


Rainbow 
Six Vegas 


76 


The onC«-great tacti¬ 
cal shooter series 
bounc« hack. 



Europa 

Universalis 


The game of every 
history rttrd'} dreams. 



Sam & Max: 
Episode 2— 
Situation: Comedy 


Another 15 minutes of 
episodic fame! 



THIS mONTH 
IN REVIEWS... 


O At the risk of stating the obvious, we don't 
review every angle PC game here at GfW. 
Plenty of circumstances factor into this spa® con¬ 
straints, editorial schedules, and freelarce budgets 
immediatefy spring to mind.ecit sometims—a 
bt of times—we don't review games because they 
arnp^ don't fit our aodtence. Looking at retail 
Sates data, ptenty of demand eitSls for games like 
Desperate Wousewirwes, Paws S Cfaws Pet Vef. and 
SeaWorid Adventure Porks Tycoon 2 —but the audi- 
ence (or these lypes of mass-market Otles (or, as we 
affectionately refer to them, 'baby games') doesn't 
ecactly overlap wiih our target audience for any 
number of neasons. 

One such game, the Christian-themed RTS 
Seh/ndr ftenKi/ foirces (ba&ed on the best-selling 
novel series^ certainly isn't without its agenda. Its 
a game cuslom-tailofed to draw critscism (and not 
the constructive kind)^ no matter how you look at 
it—either you're down with the idea (and undoubt¬ 
edly already own the game), or you dismiss it as 
propaganda (and probably Just want to see us...welL 
rjucrfy if). Based on internal QFW play sessions, 
the review certainly wouldn't have been kind. So. 
ra'ally...wha woiJd we be serving by reviewing it? 
Answer: nobody*Ryan Scott, Eeviewws Editor 


SCORE HEV 

GflVuses a 10-point scaring scale to 
inform you, at a glance, whether or not a 
game is worth your hard-earned money. 
We strictly enforce a score of 5 as the me¬ 
dian. meaning that any game receiving a 
score of 6+ is certainly vrortb playing—at 
least to some extent. Here's how the 
numbers break down: 

Editors' 

Choice award 

Any gini* iceriing * 

9 or higher reuivcf m 
SFVf tdllarf' Choice 
*iira.rd, ilgntfyHrtg 
ih* very best In 
K gaming. 

EMcelltnt 

Geme benchniarki—uiniwrsaily recommended. 

J'i.Sc Seod 

EnfoyaUe throughout, with minor fliiws. 

A«e n >ga 

^uf quo.Only genre enihusiasts need apply 
l^.5t 

Significant bugs qr funcbmental design issues. 
Mtver Should hare been nude. 
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H Reviews \ Rainbow Six Vegas 
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Rainbow Six Vegas\ Reviews n 



RAINBOW 
SIX VEGAS 


. / 


Bright fights, big city 


PlUBLiSHtR: UWmA iMuft MMbMl TfeCfMl SkbMM AVilUfiaitY H*tMl (UnNG HkCw* 

MNMUM l)£QUIffiME]Sm IfiHt CFUL Itt MUI. TGfl hutJ UMH MULTPLAVER 2-li plfey*#* VERStCN RIVIEViEIj CoU llfestM 





'tti. 


^ **.lfTeniont StrtVt 
X lookf. wry F^iBQirt 
5trect-fili»...Bltlwugh 
tt cfHitd maybe me 
fom* more people. 


Holding the right 
mouse button lets 
you hug up egaliut 
the well aitd wetch 
for bod guys. 



REVIEW 


O For many, details of the single-player cam¬ 
paign in Rainbow 5b< Wgas are unnecessairy. 
The exislerKe of a robust well-executed, four-player 
co-op mode potentially negates the need to ever 
dip into the single-player experience..,ar>d to ignore 
it is to deny yourseW what is arguably big¬ 
gest contribution to the franchise-. Whereas prevt- 
ous flflrnfrows were litite nxire ihan welMesigned 
skimiiishes loosely hooked together in sequence, the 
new game centers around a story arc. White it's cer¬ 
tainly twt the most imaginative narrative, it brings 
the game a far greater sense of purpose and even 
takes a stab at sorrre character developmant^aibeit 
cfumsity—by introducing a Completely new Rainbow 
team and hinting at tensions between sguadmates. 

Surprisingly the game starts in the deserted 
streets of Mexico City rather than amid the neon 
glow of the titular Vtegas Essentially servi ng as a 
prolonged tutorial, this first level is an ursexpected 
way to kick things off doubtless^ disappointing 
many players. Because of the presentation, the initial 
series of firelights feels more like a dumbed-down 
version of Cfwsf Rscort At/vo-nced Warfighter than 
the nwre intimate battles we expect from ffinnbcw 
Six; thankfully, things evolve quickly, and by the time 
the action moves to Wgas. it's indicated that you're 
actually hunting a "bad guy'—and with that knowl¬ 
edge comes a singular sense of purpose. Vbu'll also 
be suffteiently adapted to the new control scheme, 
which is, frankly, brilliant Holding ihenght rrsouse 
button pulls the camera out to a third-person view, 
while your character hugs up against the nearest 
piece of scenery. From here, you can pop out and 
fire while still soimewhat concealed,„or you can 
blind-fire with limited accuracy. 

Vegas itself serves as a suitable setting for 
Rainbow Si/i tactical natuie, as Sin Qty's ritzy casi¬ 
nos steal the show (despite city officials' annoyance 
at the game's use of them}. While you make linear 
progress through the story, the individual fitefiglhts 

WHILE VQU 
/ 7/7 PROGRESS 
THROUGH THE 
STORV. THE FIRE- 
FIGHTS use THE 
DECADENT ARCHI¬ 
TECTURE IN SPEC¬ 
TACULAR FASHION. 


utilize the decadent architecture in spectacular 
fashion. Terrorists burst in through glass ceilings and 
attack you from all sidei firom, all elevations. This is 
a truly three-dimensional experience that takes full 
advantage of the environment to build dramatic 
tension. While screaking through the Casino floor, the 
slightest movement can prompt you to open fire, 
and It's as likely to be the blinking of a slot machine 
that sets you cfff as it is a terrofist diving for cover, 

HOUSE OF MULTIPLAYER BLUES 

franchise fans will no doubt spend the bulk of their 
time enjoying online. We had a few problems 
gettirig the game to connect and the unpatched 
retail version suffers from a bug that causes the 
game to crash if you search for a multiplayer game 
using the default settings (unbelievable, when 
you think about it}. As this issue of f^FWgoes to 
presi Ubisoft assures us that the problem is being 
addressed in a patch, which should already be avail¬ 
ably when you read this <the score here, however, 
does not assume this}. Hopefully, the patch will 
also address some of the other small enofs that 
the game ranclonnJy throws out there, loo—like 
onscreen instriuctions never going away and som e 
occasionally heinous dipping issues. 

That said, the afoiementioned co-op's certainly 
the online mode of choice, but Vegas also features 
plenty of team-based battles to engage in. It's riHOt 
going to win any awards but alongside the de 
rigueur. the game exhibits some flashes of brilliance. 
Of particular note: the new ‘attack and defend" 
mode, which—while simple in principal—rewards 
teamwork above all else, If you find ycHjrself playing 
online with a grcup that works well together -(otten 
easier said than done), it's incredibly satisfying. 

Long-term fansshouid {happily} note that Ubisoft 
Montreal is back on ihe Rainbow Six series. After 
producing the definitive experience with Rainbow 
Six 3 {artd missing last year's lackluster Rdfflbow Six 
Lockdown completely}, the team's direction with 
Vegos is admirabte. While it doesn't elevate Rainbow 
Jjx back to the genre-defirring franchise it Once was, 
it's still a solid, fun game...plus, thanks to Unreal 
Engine i, it foc*s great Here's hoping some of Ihe 
more egregious bugs gel ironed out soon. 

•John Davison 


VERDICT 

75 x 10 

GOOD 

□ Great Elnj)le^|)l>yBr 
campaign and multiplayar 
varlaty^ Ihtraal ^vgEiH 1 
^uils dudng graphic 

D Buga that shisutd'va bom 
fixed before neleaie. 
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H Reviews \Europa Universalis III 



hittHd of putting Information 
bi ■ dfl»n itifiHHiC pbcfri^ nrJ 
ricgantly cnma It IntB m slrHifo 
Swiu Anny knif* v*filch 
Itt] you gaugeMt a glanoa eadi 
pmvbKc'i r^cvant dubli. 


Is that the Iberian Peninsula in your pocket? 


P\J^SHER Pifiadm lutwwthr* DEVELOfER latmettwv :jENRE HlrtoflcpJ Raal-Tlinf t tiala p j AVAtLAB&ITY. II«C*4|, ■•^taR {wm,giHntr>giitar»oi| ESRS RATING Ivaryop# 

REC^IRENENTS LKHi CRI, RUMS UM, 160 liarti *lv* ipaea, IISMB wWosearri MIATIPIAVER^ 2^12 ptRyvn VERSION RE^AEWED fioM Mutw 


REVIEW 


You're probably squinting St {hat 
title and wonderin-g 'What the heck's 
3 furapo Unhvnoifi7~ After all, we're 
talking third in a series you're as 
likely to find people geeking over as 
collecting signed copies of Norman 
Davies' A Wistoiy or Jared 
Diamond's Guns, Germs, ond Steef. 
Mo surprise, then, that £urc^P Universofis Hf isn't so 
much 3 shot at wooing main streamers away from 
Firaxis' Cmlization or Creative Assembly's Totof 
Wbr games as reinforcing what this grend strategy 
tour de force does so spectacularly well; simulat¬ 
ing the bristling negotiations, knuckle-gnawing 
economic tradeoffs, and tit-for-tat nation-state 
skirmishes that characterized Renaissance - and 
Enlightenment-era Europe. 

That's not entirety fair. does attempt to 
broaden its appeal somewhat by incorporating a 
clean ■(if crude! 3D engine and helpfully streamlin¬ 
ing its interface by packaging formerly shambolic 


commands into a sirvgte, intuitive info panef. StilJ, 
this is grand strategy for the iiKlefatigable, com¬ 
posting 2S0 start-anywhere countnes (from majors 
tike France to minors Jike Munster) formed from 
over l.TM individually Conquerable provinces* 
then barrelir>g forward in speed-adjustable real 
time from literally any point you choose circa 1453 
to 1792. If the notion of supervising vassals; fid¬ 
dling budgets*, managing naval neets*. and massing 
three-pronged land armies among dozens of other 
duties over the course of 300-plus years makes 
you dizzy..,well it should. That's the beauty of this 
series: It doesn't compromise, and if anything, 
proves it doesn't have to. 

BEST VET? you BETCHERAUS.,. 

The first thing you sense playing EU3 isjust how 
vrell everything hooks together compa.ied to its 
predecessors (chalk that up to lessons—both good 
and bad—gleaned from Ccwsetter Kings. Vktor^d and 
Hearts of iron fi}. For starters, instead of historical 
events triggering monplithicallyr the event engine 
new vamps cause-effect style, ie. the conte?rt must 
satisfy various trigger Conditions for the event to 




• Tfi* rav,iinp*d rvUgiouE iyst«rn adili tK« Holy S*«, a body of icvhi cardlniils you tan biffuMm for 
boofls to sfMta lik> your national stabillly and praitlga. 


Pv GRAND STRAT- 
^EBR FDR THE 
INDEFATIGABLE. 

occur. It's just a smarter way to run this sort of game, 
lerfing you organically shape history instead of being 
artifkiaily corraled by it 

That sense of refinement suffuses everything, so 
that—for instance—nations no longer feel quite as 
arbitrary thanks to additions like altemafte forms 
of government (monarchies*, democracies) and 
'national ideas'' (you can select up to 10 tom 30 
total) which yield unique reonentir>g improvements 
to variables like laitation and trade. A new espiouage 
feature lets you deploy spies to incite insurrection or 
assassinate leaders, and diplomacy Is at least twice 
as nuarKed including optbns to buy/sell individual 
provinces, engage in bilateral alliartces., and subsidize 
Other nations' wars 

Ever the irvlitarys received an overhaul, so instead 
of purchasing reinforcements and marching them 
cross-counfry armies now replenish automatically via 
the national manpower pool. This toth ra relies your 
regiiments and eliminate tedious, artilicialiy puni¬ 
tive busywork And white nothing trumps a human 
opponent, the improved A.L plays a much shrewder 
game, acting more consistently in accordancewith 
a nation's principles, but still capriciously enough to 
keep you Jumping. 

In anything this compla^ Someone'S bound to 
tease out nitpicky balance issues eventually. But off 
the tarmac and for its breadth, fyj feet remaftab^ 
well-honed—arguably Parado^s finest achievennent 
in the form to date.* Matt Peeikham 



VERDICT 

QMO 

eXCELLEMT 

□ N«cca:$iry EhjIl juiIlcliHis 
FflAneinenti; dHp and ridi 
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OReviewsXStar Trek: Legacy 
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STAR TREHr LEGACM 


• Tli« titipf lotih th* 

space debris does itoiL 



Sensors indicate incoming atrocious pun 
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REVIEW 


O Make no Banes about it: StOf Trek 

Legacy is filled with treats for Trekkers...cir 
wait, are we back to Trekkies now? How about 
just 'nerds“? You get hyperaccijrate renderings 
of severai dozen series starships, big battles 
pitting the rormer Lecutus against irrvincible 
world'as^innilating Borg cubes, and a surpris- 
ingly smart narrative driven by the voices of all 
of Sferr Jrek'i captainly thespians from Kirk to 
Etakula (though, oddly, you never see a human 
face—it'i like it's Pixar^t Starifjipij, 

Sul fan service can only take you so far, and 
Legacy^ maddening controls kno-ck the solar 
wind out of the fnferpj'fse^s sails. You can osten* 
sibly pilot with WASO, but for most shipi this 
proves palnful...ar>d (in what I'm sure is a nod 
to authenticity) painfully slow, Auiopilot'i your 
best friend: Point your cursor at a target, tap 
F. and let the game sail you to your destine' 
tion. When you switch to another ship in your 
four-craft fleet, watch 'em phaser^beam and 
torpedO'bomba rtf enemies aut omatically, A.i. s 
certainly not an issue, as any ship not currently 
under your direct control easily holds its o'wn. 

THE UNDISCOVERED 
KEYBOARD COMMAND 

ieg’flcy’s ships look and sound just right, but 
the gameplay exercises authenticity to a faulit 
You're a slave to the Federation’s senseless 
placement of phaser arrays—beams constantly 
flutter and lose their lock when the angle of 
your saucer section goes out of whack, and 
you'll want to shoot the engineer in charge of 
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• SpXB combat's klnda fun nnea you naign younalf 
to IcRing autcipflivt hantBe maat of 1ii» d^li. 


aligning these ships' photon-torpedo tubes. 
Worst of all: The infuriating '‘subsystem target' 
ing" theoretically allows you to Specifically 
knock out enemy engines, sensors, or weap¬ 
ons—but the in-game help says to activate it 
with (whatever that Is) while the manual 
ctirects you to press —without specifying 

that by the way, it's actually a wpffisf T. Antf 
that's only step One. When you do eventually 
figure out the mess 30 minutes later, cryptic 
icons appear, disappear, and change color with 
no rhyme or reason, leavmg what shoutd be a 
matter of pinpoint accuracy up to sheer dumb 
tuck. An XboH 360 controller makes things 
easier...but that's Just sad. 

Most missions in the short single-player 
campaign involve shooting a whole bunch of 
Borg/Klingon/Romulan ships—which is fun 
through sheer force of nostalgia—with a 
goodly amount of escorting, rescuing, and 
beaming in away teams to space stations. One 
interesting noncombat mission finds Picard 



4 AuthMitfdty li Legacy's bl^»i .1 asset—and the 
geim'l. ftnry manage* to find ■ iurpvillngly rnlavt 
way to knit th* tTR* tog«th*f, 


tractor-beaming stellar debris into larger pieces 
of stellar debris to prevent civilization-ending 
planetary Collisions, but the space rocks look 
absolutely disgusting...as do most of the game's 
"special effects." Space stations expbde into 
giant embarrassing six-sided Perfectfon pieces, 
and not'too-distani satellites and other objects 
pop in and cut of existence—in excusable in 
tegefy's Sparsely populated vacuum of Space, 
Pon't get too excited about te^ac/s multi¬ 
player prospects, either. The game offers sim¬ 
plistic two-player co-op survival and four-play¬ 
er "death match" modes (four ships per player 
from the federation, Borg, Romulaa or Klingon 
fleets), but as of version I.OIS (the last as of 
press time), plenty Of folks, myself included, 
must struggle with port-forwarding garbage, 
weird semi-lockups, and random "no connec¬ 
tion" errors. For this? I'll take my chances with 
the away team.eSean Molloy 
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Flyboys Squadron \ Forge of Freedom \ Reviews W 


FLMBOVS SQUADRON 

It's the movie,,,without the fun, action, or drama 


PUBUSJ^ER lnttTMtlw D€VELCf>tR ijiUrliilnmwt GtNRt AVMABLITY R«t«4l tSRB RAT1M& Ivvyw 

nEOJnEIVlE^S lAHi CPU, 2$«Me RAH, 2«e Iwrtf drhw ipnu (fllglit ttU r*ewnn*«Mt MULTIPLArm VER90M REVCWEC fUbtK »9 k 


VX'ATHE FILfTl-INSPIRED miSSIONS ARE 
/yU^mERELF TACHED ONTO THE CORE 
DAWN III SimULATION AS AN UNDERHAND¬ 
ED WAV TO LURE RETAIL SHOPPERS 
THAT DUG THE mOVIE. 


REVIEW 


a ""H«y, guys, you seen that cool 
new WWI air*war movie, ffybofsl Let's 
rename our old WWI online stro after It^ 
in a few single'player mi»ions that kind of 
tie into the film, and get H in the market 
while the movie is still outl Brilliant!'' 

Maybe that's not the discussion that 
resulted in Ffyboys Squadron, but it's cer¬ 



tainly the feeling one gets while playing 
this flight simulation. Interactive Magic's 
Dawn of Acei Ifi ts a massively multiplayer 
online WWI flight sim that launched back 
in 2{903...and that’s basically the game that 
you get in this package. The front of the hoM 
implies that the game immerses you in a 
world rich with the drama and camaraderie 
of war, but the delivered game features a 
weak set of 12 Individual missions, three of 
which are training flights...and in the first 
of those, you don't even ffy the plane—you 
simply watch, 

A few of the later missions pack in some 
entertainment value on a first flythrough, 
while others are pure drudgery. In any 
case, the film-inspired missions are merely 


tacked onto the core Down ifl simulation 
as an underhanded way to lure retail shop¬ 
pers that dug the movie. Dawn itl itself Isn't 
terribly popular these days, but it's still a 
decent MMO flight slm—if you're interested 
in It, you'd b« better served by just sign¬ 
ing up for it online (you can download it 
at FifeFronLcom) and taking a pass on this 
shameless decoy. eJeff Lackey 
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□ WWI ariNco*nlwt environ' 
mont; ahlJiy to play In anos- 
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H A repedcarged Dowim^ 
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FORGE OF FREBOOm: 

THE AmERICAN CIVIL WAR 18 B 1 - 18 B 5 


Rally 'round the history trivia 
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RB/IEW 


Q Reviewing Forge of freedom in 2S0 words 
IS hke writing a history of the American 
Civil War in one sentence; The North won. The 
substance of Western Civilizaliorr Software's latest 
design is liikewise obscured by the fact that the 
playing eitperience is so heterogeneous that It 
defies a summary description. Built on the chas¬ 
sis of 20CI5''s Crown of Gory: Europe irr the Age of 
NopoJeon, the games share some important weak¬ 
nesses, like inadequate A.I. and a worse interface. 
8ut the system itself works much better for the 
Civil War than the Napoleonic Wars, so those who 

IT'S A BDUNCP 
UU RIDE THAT CAN'T 
BE SUmmARIZED WITH 
A NUmERICAL SCORE. 


dismissed CmwfT efCfory should be prepared to 
give Forge of freedom a chance. 

The real question is, a chance to do what? The 
details with which the game is loaded suggest a 
design team with a real interest m and apprecia¬ 
tion for the minutiae of history. But the sum of a 
lot of hlstoncal detail doesn't necessarily add up 
to a historical game, and the result here is a game 
that represents history iru pieces without many of 
them fitting together. Combined with West Civ's 
penchant for requiring players to make obvious 
choices^ it's only somewhat more successful as 
a game. Vbu'll find yourself struggling through 
long desultory periods O'! upgrading industries 
and mCMiiloring state governors in between mak¬ 
ing some genuine strategic decisions and playing 
a few interesting oddly ahislorical) tactkal 
battles. Wildly improbable historical events (like 
Canadian interventiort} and goofy A.I. decisions 
add to the carnival feeling. It's a bourscy ride 
that can't be summarized with a numerical score. 
Which means it's a ^RBruce Geryk 



• The strelB^tE nup Is divided into stites and has 
a nk* loek to It, 4mt don't •xp«cl to cU«k on any 
units teliBlily. 
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H Reviews \ Sam & Max: Episode 2—Situation: Comedy \The Shield 


SAm a mAX: 

EPISODE 2 -SITUATON: COmEDP 


So this dog and this rabbit walk into a TV station,,. 


PiJBLSHER Ttlltik Cunti^CMntT^ DEVtUO^fl Tvihilt ijEN^E A#v*tttvf« AVAILWUTV i-iall |www.fwn«tiprCMn wr tnm.lvIhakfMnn.'COfn) ESRB RATtMG H*l ftit*# 
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REVIEW 


O As th» onfr ^l»dk game tfius far to actually 
tnainlain an episodic schedule (the ftAto-month 
wait belw&en< chapters makes HSf-Uft Zs annual 
timetable seem like pure torture by compansonji, 


& JWfljf does its genre a big service, The game's 
lightly focused plot and puzzles work great Sr three- 
hour chunks and keep it hee of the rampant lllogic 



• Mow appropiHoto—you fight lih* » cow. 


that most graphic adventures eventually succumb 
tQ...at least, when you consider the weird world 
Sam and Mart inhabSt. 

Situatorv Comedy puts the anthropomorphic 
detective duo on the trail of a mad talk show host 
and her (literally) captive audience down at the local 
TV sUEion. The puzzles here hinge on Sam and Maic^ 
participation in various daytime programs seem¬ 
ingly pulled straight out of UHf {some highlights: 
fmbarroising kkif and Cooking Wthout Looking], 



• Thii whIcj on Myrah dog^ and lagtHnoipht, 
Ihdng tog«<^*r,..ima» hystoriat 


and most solutions don't place ridiculous demands 
on your deductive skills, Ulee the first episode ift 
adventure gaming lile [and we mean that irt a good 
way}. It's also peppered with the characters" slgrmuie 
non-sequituf humor, whidi the game's writers dem' 
onstrate as both a blessing and a curse. 

Pieniy of the dialogue's chuckle-worthy fOo you 
have any Pez di&pemers with the head of infamous 
Mextcan nevolutioriary ParKho Vi lta?“). but it falls 
flat in equal amounts ['Bread logs make me logy.*). 
The biggest pity, though: fteused (though still well- 
written) dialogue that occurs in ^am and N^ax's 
office and other locations recycled from the first 
episode. Sure, we need a few familiar haunts from 
chapter to chapter...but next time, throw us some 
new Jokes to go with 'em, yealh?Afiyan Scott 
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Dark bfue 
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' Chrome-domed m»ln 
character Vic Mackey 
gets hlmcH into a lot 
of hairy sHuatlout. 


REVIEW 


Q 


A warning for those of you who 


aren't familiar with FX'S cop drama 
rhe StiieLit if you find the G^ond Th^ft Auto 
series morally sketchy, don't even brush up 
against Aspyr's game-itization at your local 
EB, As Detective Vk Mackey, you can break 
into a gangster's house, pocket drugs, cash, 
and weapons, and then cold'bloodedly 
murder a potential witness against you„.and 
that's just the first mission. Of course, I'm 
not saying anything's wrong with a game 
about a bad guy; t just want to serve notice 
that this ain’t one of those Drognet-type 
cop dramas, hio, ma'am. 

What is wnsng, however, is The Shieftfs 
gameplay, Aspyr also released the game 
on the PfayStation 2, and a console-centric 
design philosophy is apparent thmughout 
this PC port. Exampie Far too much time's 
spent skulking around in the game's many 
'stealth" sequences. These work poorly with 


mouse-and-keyboard controls and they 
offer absolutely no margin for error—or any 
save games. So prepare to slog through the 
same mission more times than a Franciscan 
friar Outside of the sneaking stuff, much of 
The Shiefrfs gameplay focuses on simplistic 
minigames that demand little in the way of 
skill or cleverness. Plus, the graphics are tired 
and bland, even for a PS2 title (come on. 
guys,,,we've seen God of War tf —the PS2 can 
do better than this). 

As is all too typical with licensed games, The 
Shield's just another half-assed adaptation of 
superior source material. Let's just hope these 
guys aren't doing a Rescue Me game any time 
soon.* Eric Neigher 
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EOOB’S 

HIDDEN Gems 


Now that you've read up on all the 
best games of 2006—and some of 
what's coming in 2007—here's a peek 
at some good games you probably 
didn't give much thought to last year. 



THE SHIP 


This C/ue-meets-SfmS'meetS’WiTmon whodunit began its eKislence as a Haif Life mod, eventually 
winding up on Steam in mid-2006 as a stand-alone Source-powered minigame. The concept's 
simple: 16 passengers on a cruise liner play predator and prey, each seeking a specific kill target 
while evading their own stalker, Grab a weapon, stay well-rested, slip into a disguise or two. and 
punch your mark's ticket before someone else punches yours, Snag this one on SteatYs—cheap! 



BOOKWORM 

ADVENTURES 

As usual. PopCap Games 
made a phenomenal show¬ 
ing in the casual games 
market over the past year 
Biynttif 'f flooksfore garnered 
its share of attention early 
on due to some top-^name development 
talent, and the more recent Bookworm 
AdvFiTfures gave us the eagerly awaited 
sequel to one of our favorite word games... 
with an RPG twist With a finite beginning, 
middle, and end to the story, BWA is short 
and sweet—but still undeniably worth any 
puzile fiend's precious time. 



1701 

If you missed this one, you're 
not alone—and who can 
blame you? 1701 A.D. {third in 
a series that includes the likes 
of 1503 A.O. and 1602 AO.) 


sounds like something straight 
Out of the most boring history 
textbook of all time. It looks like a typical Age 
0 ^ fjwpfVej clone on the surface,,but under¬ 
neath. 17drs light on the real-time combat, 
instead presenting one of the best and most 
intricate economic sims in years. 


SPACl. RAN6ER5 2: RISE 
OF THE DOMINATORS 

Think of this often-overJooked 
action/strategy/iftPG as the 
sci'fi equivalent of Grand 
Theft Avio: You can pursue the 
main plotline (the destruction 
of the titular Oominators) at 
your leisure, or wander off the beaten path and 
make your own fun as a freelance space ace or 
bloodthirsty pirate. Just make sure you get the 
game from 0irect2Drive.com and spare yourself 
the pesky :5tarFoirce copy protection that comes 
bundled with the retail box (ickl). 



DEFCON 

It doesn't look like much— 
simple block letters, a pur¬ 
plish map of the world, artd 
some crude monochrome 
icons of radar dishes and 
Submarines—but developer 
Introversion (U.K, indie dar- 
Bng thanks to Do/winio) proved it could 
do a lot with a little. The shorthand is 
G/obof fftermanucifKir Wor—that fake game 
from the 1980s flick WbnSaraes—but that 
doesn't capture how much fun it Is to blow 
up large swaths of the Midwest. 
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eve DNL»je 


EVEN mORE EVE! 


The second chapter 
chronidirvg our wild 
OpfifK adviefitureSr 


Updates 

A comprehensive look 
at fve OnfifK three 
years pos t-laun ch. 

_ Hint' It's good. 


Tom and Bruce duke it out old-school in a 1999 strategy classic 


% imPERIALISm Ih 

‘ THE ABE OF EXPLORATION 


goodies. Without a soniixe of New World riches. 

It's going to be mighty hand to support the great 
Empire of Spain's armres. Unless I can turn them 
into magical armies by discovering magic Barring 
tha^t 1 need to start sollirig goods that 1 could 
probably put to use myself. 

TOM, 1542: Now that I'm good buddies with 
the Cherokee (who also h»e silver, sugar, and 
tobacco!). I've got a brt of a dilemma. Like all the 
Other Great Powers. I have a small army back in 
the Old World. As standing armies are wont to do, 
thei/rejust kind of hanging out. twiddling their 
thumbs, sharpening their halbends, desning their 
crossbow^ that sort of thing. They need someplace 
to invede. Having foursd diamonds in a small patch 
of Sioux Desert called Gazrt, I figure that's as good 
a place as any for the English army to start the 
time-honored practice of slaughtering indigenous 
folk and taking their land. 

BRUCE, 1542: I wish i had a dlamorsd mine. 
Instead, I've got a lot of copper. Copper bn't much 
use without tin, which your workers know the 
secret of mixing up to make bronze. Since bronze 
is good for making armies and ships^ and I can't 
support a lot of armies and ships due to food 
issues, that makes copper not such a great thing to 
have. Anyone want to buy some hardly used cop¬ 
per ore real cheap? 


Falling Pieces 

Pinball fiends and 
wannabe produc¬ 
ers get two fun new 
games this month. 


THIS mSANS WAR! 


BRUC& ImpenaihiT} II Is probably my favor¬ 
ite game of the 199Qs. Since it 's my favorite, 
it kind of goes without saying that It must be the 
best It also explains why, seven years after it was 
published. I still (mow exactly where the geme CD 
and the manual are. 

TOM: Very few games merit keeping one of 
those gigantic days-of-yore computer-game boxes 
on your shelf. But impeiiafam //is one such game. 
Unfil CivUizotiot* fV came out it was my favorite 
turn-based strategy game. 

BRUCE: Tom and I will repr^ our European 
alter egos, which we first established in Dir J and 
then Cfv 4. as England and Spain. I hope Tonr 
doesn't start calling me El Bruce again, though. 

TOfM, 1512; The Carrack ChK/fteltediscovers 
the New World. Since I found it first—the New 
World, that ts—I call dibs. 

BRUCE, 1512: Ah, the New WorM. So full of 
riches, yet so totally Irrelevant in terms of world 
domination. The vktory condition; control of 
over half of the Old World provinces. So u^ile an 
empire from sea to shining sea mjy be just dandy, 
it only matters insofar as it provides materials for 
the world's Most Important Place: Europe. 
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• Bruct't ill-fated Spanlth tpy get* burted, TOM, 1528; My explorers find gems in the TOM, 1544: After killing a few Sioux bowmen 


- Cherokee capital province. 1 could invade, but and running off the rest, Gazit becomes the prop- 



that's not very English. Besides, if s important to 
take your time and took around once you discover 
the New World. If you just rush ashore on the first 
patch of land you Find, you might end up with 
someplace like Massachusetts. 

So I open a trade consulate and then an embassy 
with the Cherekee, Next, I'll send a Merchant to 
start buying their resources so I can develop them, 
buy them, and keep a cut of the proceeds. Me and 
the Cherokee are going to be business partners. 

BRUCE, 151B: Tom has gems, while I have jiack. 
I've scoured so many mountains and deserts, my 
explorers have sand in their underwear and snow 
down their pants. Why mountains and deserts? 
Because that's where bnp^rkthffn fl hides the 


erty of His Majesty the King of England—-le., me. 
Or, in true role-playing fashion, us^ 

BRUCE, 1550: Tom's need to turn everything 
into a role-playing game is truly scary. Every 
now and then, he sends me messages in the chat 
system that say things like. "How is the weather 
in your parts^ bonne oW chap?" even though he 
could just talk in a normal voice hilo the voice 
comm we have going. I'd ask him rf he's dressed 
up as a foppy EngIbh bbke, but that would require 
me to ask what he's wearirsg, I'm rut go! rrg there. 

TOM; 1560: Pip-pip. I've finished exploring the 
New World's coastlines, so t bring the Chkkfette 
home and add her to the English fleet with my 
new galleons. > 
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IB Extend \ Tom vs. Bruce 



TOM, 1S45: Iti imfxirtant to refer to the score 
cliarts every so often to rrake sure Bruce isn't wiri' 
nin^. and also to figure out wKo to be buddies 
with. As of the ituld-lfith century, the major mili- 
taiy powers so far are France and Portugal I'd like 
to have a major military power as a buddy, A royal 
wedding with France would improve our relation¬ 
ship. so I've been hitting her up for an alliance. But 
she keeps turning me down. Maybe I should be 
asking Portugal to dance Instead. 

TOM, ISSfi: Awesome news! Bruce just allied 
with Sweden. Now that he's got an alliance with 
Holland and Sweden^ he's locked into a diplomatic 
relaftionshjp Mih the two weakest powers in the 
game. Hah! 

BRUCE. 1&6B! "Locked in" is a pretty drastic way 
of putting it Let's just say that the dominos are 
set upj but I can yank mine out of the way at any 
time. For rbow, I'm just going to use my alliance as 
a way of warning off arty potential adversaries. The 
Dutch arxi S^wedes may not be so tough individu¬ 
ally, but when they team upv they can really give 
you a wooden-shoe kicking. Andt uh...pelt you 
with meatballs. 

TOM, 1S72: Tve got a stear^ cash flow from 
importing Cherokee gold, silver, and gems and 
Gazit diamonds. The people of England are kit^ 
ted out irt Jots of sweet jewelry. In fact we're 
importing so many jewels and precious metals 
that we can't spare cargo space to haul back the 
spices we've fouiKl. Which is why Engibh food is 
soblandl Haw-haw! Stick around forjokesabout 
Swiss pocket knives, France surrerrdering, and 
Swedish meatballs. Oh, wait you've already had 
one of those. 

TOM, 15S0: France and Portugal are running 
arruk conquering stuff In the New World. Figuring 
that i Should keep up, l march out of Gazit to take 


a nearby Sioux territory. At teast that was the idea. 
3 lose two-thirds of my army arrd fm driven back. 
What would Churchill do? It's time to stop obsess¬ 
ing over jewelry and start building up an army. 

This is a 10-year-plan sort of thing. It helps to 
make notes on a legal pod. Or, if you'ne roleplay¬ 
ing, on a sheet of vellum with a feather quill. 

BRUCE, I5fl4: The most Important thing an 
army can do in this game is coiiqu er Old Worid 
provintces. You can confirm the reason for that by 
refem'ng back to the start of this story. The prob¬ 
lem is, if you start conquering too many provinces, 
the A.I. nations start to get nenrous that you're 
going to win. So It's never a good idea to get 
ahead first You sort of need to lurk in the back¬ 
ground for a while until someone Jumps out in 
fiont and use an alliance to take him down. 

So. am I doing that? Not a chance. I'm still suf- 
ferir^ for my lack of looting and pyllaglr^ of Aztec 
tieasuies, which I never found. CortM and Pizarro 
would be so disappointed. 

TOM, 15M; Ertglarid didn't start wrth a lot of 
wool. So to make cloth. I'm buying cotton from 
t he Cherokee plantations I've developed. Every 
time 1 buy their cottou, 1 get a cut of the mon^ 
and Improve my relationship with the Gierokee. 
And as my relationship improves. I get to keep 
a bigger cut of the money, which also applies to 
their gems, gold, and silver. It's really fun to kill the 
Sioux and take their land, but I neally appreciate 
that ffnperiatkm fl also lets me irtdulge my more 
benevolent imperialistic tendencies. 

BRUCE, 1S9Z: Spain h a larrd of wool from 
Catalonia to the Pyrenees. But while Tom is shop¬ 
ping for iabrics; he isn't buying them from me. 

In the multiplayer game, you can tell when other 
players are buying by the fact that an information 
screen Sils a bit too long. With only two play¬ 


ers, this means the person buying is Tom. Hey, 
Tom. are you too good for some quality Epanish 
headscarves arid ascots? 

TOM, 1594: Fraiice ftnally signs an alliance with 
me. Say hello to my big fnend! 

TOM, IfiOfi In tt, you need a supp^ 

of sugar, then tobacco, and then furs to upgrade 
your labor pool with more skilled workers. So 
Gazit has started producing sugar. Along with 
the Cherokee sugar plantaftions. I'm ready to start 
upgrading my workforce by feeding them candy. 
Cigars and furry hats don't really come into play 
until the 17th century. 

BItUCE, 1620: 1 just lost my spy. ''Alhile he i(or 
she) was in London, it was easier for me to acquire 
technology that Tom already had. Of course, this 
means I'm always playing catch-up to Tom. But 
since this research is free, and the game didn't 
seo fit to give me all the riches Tom somehow 
'found" I'm reduced to lurking in dark, corners 
rvearWhitehall tryirig to learn the secret? of "large 
mercharttmen." (dorii't like the way that sounds^ 

TOM, 1640: While Bruce is asking around about 
where sailors hang out. I've grown my military to 
the point that I'm awarded my first general. 3 name 
him Harry Potter, which sounds suitably English. 

BRUCE, 1646: 1 wish / had a general. 

TOM, 1644: While pushing inland, I discover 
gems at a remote inland mountain range In 
Seneca. I can link these up to my port in Gazrt, 
passing a road through three Sioux sifter mines. 

I will cell this "The Money Road." 

TOM. 1664: R nalty, a warl it's just a minor one, 
however, France declares war on the Minor Nation 
of Germany, No one Ekes Germariy enough to 
defend her, at least not from a heavy-hitting Great 
Power like France. So we all stand idly by while 
France proceeds to swallow pieces of Germany. 
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Tom vs. Bruce\ Extend ■ 




•Tom'f Sngll$h dlpfqniMk and comnwrclal tl«s with |h« Ch*rQl(*«. 


• Cult offart T«n tuyar to g« viHh hll diamondi. 



BRUCE, 1664i It'S tOO bad |hu i$n^t going to 
h^pen In Gefmany is right next to yet 
Tm povtfe>riess to d^end her from the mighly.,. 
French. 'Yes, the French. I know, I know. 

TOM. 1G76: To grow my hungry labor force, J 
have to extend my infrastructure to grain in Wales 
and beef in Morthutnbedand. Still no spices, so I 
hope my people don't expect anything farvy. Bui 
the candy's rolling in and cigars are on the way. 
Get ready to tight up,, old chaps! 

TOM. 169^2: This is the year that everything 
changes. It alt starts with some sort of dispute 
between Holland and Italy. The Dutch are normally 
so tolerant, but for whatever reason, someone 
snapped and declared war. Now, it just so happens 
that I've developed a very close relarionshi p with 
Italy. So Italy comes to me and asks nne to inter¬ 
vene. I accept whkh means Italy becomes part of 
the English empire and instantly puts me at war 
with Holland. 

Here's where it gels tricky. This means I'm also at 
war with Bruce, who was aHied with Holland. Bu t 
more importantly, it means my ally France is at war 
with Bruce and Holland. This Is the same France 
who's consistently been in first place in terms of 
military and naval power. Imagine that! And Bruce 
i$ about lo find this out firsthand. 

The bad news is that suddenly j have an enor* 
mous army of crappy Italian bowmen to feed. My 
food supply was working on a rworrthin margin to 
supply my growing labor force and now the bal¬ 
ance is shot to hell by a bunch of hungry Italians 
with outdated weaponry. So I ship them alt off to 
the New Worid, hoping they'll get killed in the 
battles I'm j^sout to fight with HoHartd, 

BRUCE, 1694: If I made one mistake in this 
game, it's this one right now: I honor my alliance 
with Holland. This make$ France declare war on 


me. That's very bad. And here's where the pou/ets 
come home to roost. I thought that maybe some¬ 
how my entry into the war would convince the 
French not to honor their alliance with England. 
Instead, I'm at war with France and Tom. The most 
immediate consequence; France has blockaded my 
ports. 0 r>d I can't sell any goods to maintain my 
economy. As the Bank of Spain sinks deeper into 
negative-peso territoiy, I can't even try and take 
back the provinces I'm losing to Fiance, because 
attacking costs money. So my armies are effec¬ 
tively on permanent defense. 

TOM. 1G94: No luck wth casualties yeL Due 
to a shortage of grain and meat I lose nearly a 
third of my labor force to starvation. However. I 
still have plenty of sugar for my skilled workers. 
Where's Marie Antoinette with a pithy "let them 
eat cake" remark when you need her? 

TOM, 1E9S: Most of the hghbng is taking place 
between the New World territories of 6aat (rry 
port} and Craey Horse {the Dutch port). I spend 
vest sums of money launching assaults, but the 
Dutch fort and its artillery keeps driving me back 

BRUCE,. 1700: This is pretty much it for me. My 
New World holdings are being qgick^ swallowed 
up by the French war machine. My Old 'World g^r- 
rfsons are just that, without the ability to attack. 
And my namby-pamby "advEsors" keep sending 
me messages like, "Look to the seas!" when it's 
pretty obvious that, yes, a big Fnench fleet's sailing 
this way. Why didn't you give me some "‘advice" 
bebre I got into this mess? 


TOM. 1?B2: At one point trying to attack the 
more vulnerable IXitch territoriesL I actually lose 
GaciL Since Gaat was my port province, I lose not 
only Its diamonds^ but access to all the gems from 
Seneca and the silver along the way. The Money 
Road is shut down1 Arrd since I was operating at a 
deficit because of my repeated faikd assaults, this 
puts me into an economic death spiral 

TOM, 1716: After a steady buildup thanks to my 
Cherokee holdings, I'm about Do start lau robing 
renewed assauHs against the Dutch provinces in 
the New World. These provinces include rr^ inland 
territory, which was conquered when Holland spirt 
up her forces and went on the offensive. However, 
France took my former provinces from the Dutch, 
whkh nwans I can't get them back without declar¬ 
ing war on France! Those were my gem mines in 
Seneca, and that was my silver, and now it's all 
being carried back to Paris. 

I finally make peace with Holland, havirig beaten 
her into subm'ission, but I've lost most of my 
New World holdirigs, Bruce has been completely 
conquered, but I'm dragged back into third place 
behind France and Portugal where I remain for the 
next hundred years until the game ends. 1 may not 
have won tmperiaiism if, but not lasing as badly as 
Bruce good enough (dr me. • 


FINRL SCORE 

FRAhtCf WINS! 


Tom Ch ch 


En adwlonto beng one of ihevcleo- 
jndustry'i mcKt prolific freftanc^ 
crixicf, Ibin Chkk pvni the popubr 
wiehjJte Qii3rterTaThr*M&nn. 


Bruce Goryh 

C&ntributH Bruce -Oeryk h» 
vaitten dbailt vi>deagames f or over 20 
yeaiiy Ht ^rr<s I ik* fn»t 

people isvecwygeTi. 
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iifc Extend \ Line of Attack\ Falling Pieces 


So LINE OF ATTACH 

\ g Mour monthly guide to hardcone Viar-gaming 


CDLurriN 


■ After LO years without a single one, 
we're going tc have two strategli;-level 
American Civil War games vrithin the space of 
a few months. The firsts Fonjeo/ Freedtim by 
Matrix Games and Western Civilization Software, 
is out now. You Caii read my review on pg. 81. 

The other is Amencan CiV/f Wdr: Our Heoits 
Wfere Touched w/fft f»e by French developer 
AG£OD, which is responsible for my personal 
2006 wargarre of the year, Birth of Americo, 

One big difference from the former, though, is 
the absence of a tactical combat engine. 

As lead AGEOD developer Philippe Malacher 
puts ib ~Our emphasis is on strategy, not on 
tactics. We prefer to develop a very competent 
Strategic A,l„ and not two poor ones. We don't 
want to see a game where the player can win 
by exploiting the tactical erigine and winning 
against Impossible odds, just because the A.l. 
is too dumb and is manipulated. As you say, 
this is also a game^design decision. Players 
manipulate units at a high level, even if said 



* ASCOD's Amtrfcan Chdl Wax gaxtw looks vary 
similar to Bkth of Anwko;.. 


units are very detailed.... They should not have 
to handle a world simulation at the battalion 
level, speriling a good two-thirds of their time 
in a tactical engine.'* 

Tha makes perfect sense. But a poster on the 
AGCOD forums made the obvious counterargu¬ 
ment; "Gamers like to control. After we maneu¬ 
ver our forces at the strategic level, with careful 
planning and coordination of our forces to 
force a battle, we then hand over cootml to the 
game tc fight the tactical battle. It's a control 
and ownership issue. When we win, we want the 



• go«i for « period look. 


glory, and when we lose, we do not want the 
excuse that it's the A.l.'s fault" 

U this the right attitude? How much does the 
presence of a tactical combat engine influence 
your enjoyment of a game? Let me know at 
GFWIetters^iiiffdavis.com. • Bmce Geryk 




CGLUITIN 


Q Thls month, when visiting the EB Games 
website (,www,eb 9 ames.com}, 1 was elated 
to discover the release of Uttimate Pro Pinbaft. It 
collects not Just some of the best pinball games 
ever, but some of the best PC ^omes ever— 
full-bore simulations with outstanding ball phys¬ 
ics that allow you to fiddle with machirse concti- 
tions, including how well-maintaiined each table 
is. Utiimate Pro Pinbalt includes three games: the 
prehistoric Timeshockf, the taMlcab-themed Big 
Rocs t/SA. and the Jules Veme-inapired Footasfiic 
Journey. Of the three. Bigt Race USA is the crown 
jewel, a tricky and insanely addicUve board with 
tons of special challenges and fanlastic multi ball 
action. Fantastic Journey zomei in as a dose sec¬ 
ond in terms of quality, and ?7mesifwcfrr& pretty 
good -but not dose to the other two. I cannot 
recommend these games highly enough—if you 
like pinball at all, you owe it to yourself to buy 
this package. 

SCIENCE FICTION DOIIBLi FEATURE 

My other recent addiction: MoHywopcl Magui i. 

This lo-fi spreadsheet game comes as close to a 
hardcore casual game as you'll find: the subject 
matter—running your own virtual movie Studio—is 



VfiontasCfr Journey iv an outstandirtg pinliBlI 
siin..vVMl a l[ttf« niVfv fvrglvlrtg than the other 
gcm*s In the packagev 


immecEtately accessible, but the presentation and 
depth of play aren't. HM3 doesn't have the worst 
interface ever, but it sure takes a shot at winning 
that title. If you can get over the muddred pre¬ 
sentation. you'll firiid a game that's everything you 
probably wished The Movies was; a real simulation 
of movie producing. Ihe game's significantly deep¬ 
er this time around, though some shortcuts (most 
notably the diminished role of screenwriters) extsL 
While copyright concerns dictate the game be 
stocked with iicCiianal stars, an incredibly devoted 
fan base h^s already created custom files with hyn- 



kMoljyiwocf JHojfirl J: a good game hampMHi by 
a louiy, buiy IntFiHFace. 


dreds of real-life talent—so if you want to make 
an erotic romp called Bock Hair Cosartovas starring 
Danny iDeVito. Robin Williams, and Jessica Alba, 
you can (I made a cool S220 million, on that baby). 
You can download the game and the talent files at 
www.hollywood-moguLcom.* Robert Coffey 
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MULTIPLY THE PWNING. 


INTEL* C0RE'"2 EXTREME DESKTOP PROCESSOR. 

THE WORLD'S BEST GAMING PROCESSOR. 

BATTLEFIELD Its your chance to multiply everything you love about gaming. 

Learn mare about Inter Core™£ Extreme at wwwf.inteLcom/go/gaming 

Fof more iD'ormation wiwfv rniBl' Co«'’2 ExtfMnspfocessorsafe the worlcrs best gaming pfKessor^ptease visit wwwjnieljccm/wreatfiJO 
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CRISIS ON INFINITE SERVERS 

Tr&hhing across the vast ITimORPG landscape 
This month: Eve Ontine 


COLUmN 


B Previously, in GFW #1: Ever the virtual 

mogvf, my gocd budtiy Hwong finoHy talked 
me into jetting acrcas the wide-open goiaxy of Eve 
Onlirie with him. After figuring out how to create 
an effective dforacter (thanks to Hwong's expert 
advice) and sitting through a snore-inducirjg tutori¬ 
al, I undocked my puny ship and jet swf to explore 
the universe... 

...dnd after about a month cf futzing around 
with some of the most boring and repetitive MPC- 
given quests I'd ever seen in an MMO. I was ready 
to eject myself into the vacuum of space and call 
It quits. Sure, Hwang gave me about 3,000.000 
Interstellar credits (or ’’ISK." for you lingo-sawy 
types out there) back when I started, but further 
profits trickled in at an excruciatingly slow pace. 

"You’re doing it all wrorNgt” Hwang told me 
matter-of-faclly. Those NPC agent missions are 
real slow going, especially when you’re not flying 
a big battleship, But hey, itfs not the only way to 
make money—how 'bout you come out to the 
Maurasi system and mirse with me? We'll split the 
profits right down the mUdle!" 

SEE LASER MINE. MINE, LASER, MINE! 

If I knew one thing about Eve, it’s that mining 
equaled boredom. Mining works like this: You 
build up your mining skill, fit a mining laser 
on your ship, fly out to an asteroid belt that 
hasn't been strip-mined by botters, and shoot 
asteroids with the aforementioned laser until 
your cargo hold fills up with ore. Then you haul 
It to a station, sell the load, head back to the 
asteroid field, and repeat the process until your 
head explodes. 3 reaily didn't want to resort to 
that., but hey, maybe I'd make enough 1SK to 
get started on something else. I'd do it fora 
night or twoj what could it hurt? 

Hwang was relieved to hear that he'd fourtd 
a mining partrier. ‘That's the spirit man!" he 
exclaimed. "Look you won't even have to do 
much—you can just chill here and mine. You 
Jettison the ore when your cargo hold gels fiilL 
then I'll haul it all back in my industr'ml ship. I'm 
all decked out with cargo expanders, so it'll be 
a breeze." We did just thal..jbr art entire week. \ 
mined, Hwang hauled, and I did plenty of research 
while my little laser extracted that precious ore. At 
the erxd of the we«k, my bank account held some¬ 
thing to the tune of 12,000^000 ISK. But more 
Importantly, my research opened my mirtd to an 
entinely different—^ nd potentially much nnone 
lucrative—financial endeavor d^ trading. 

IF I HNEW ONE 
0/7 THING ABOUT 
EVB. IT S THAT miNING 
EQUALED BOREDOm. 



SPACE TYCOON 

Buy low, sell high. The principle Isn't much 
different from our real-world stock market. 
Sure, flying from system to system often took 
a long time—roughly an hour for a 20-]ump 
route—but the regular payoffs would make it 
all worthwhile. I spent some time training up 
the appropriate skills, bought myself a Badger 
MkN industrial ship (the same model Hwang 
usually zipped around in), and went to work, 
"You might want to use the Jita system as 
your home base," Mwang advised. "It's pretty 
much fve's Grand Central Station. Everybody 
goes there to dump their goods, and it's one 
or two jumps away from a lot of other popular 
regions, so you can check the market numbers 


In a bunch of different places real fast, as long 
as you can hang with the lag," His tone got 
suddenly serious as he offered another nug¬ 
get of wisdom, "Watch out for low-security 
space, Pks love to hang out there, and your 
Badger's got nothing on those guys." I made 
a mental note of this warning as my warp 
drive kicked m, taking me one step closer to 
untold riches. 

To be continued... oRyan Scott 


_ Ryan Scott ^ 

GfW fvwws Byan Scutt has ^ 
some hig’h-qLMlity BAM. he'd love to .fj 
tail you for a vary cnn petitrva prict, U 
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NETWORK 


Check it out: 

www.espn.com/videogames 


Welcome^to Sports Gamer Paradise 


Brought to you by ESPN.com, 
The Worldwide Leader In Sports 
in oonjunction with 1UP Network 







JL Extend \ U pdates 


I 


V UPDATES 

Our two cents on the latest mods and patches 



S«m« pUy4r» in*)r f**l 
put off by fn'i com^ 
ponbly slow pac«, but 
ril put it this wiiy—it'9 
Kurosawa to fVor/if of 
WnOoff'f Mkh«*l Boy. 


EVE ONLINE 

The MMO genre's best-kept secr^ 


PUflUSHER: CCP DEVELOPER: CCP GENRE: MMORK A^jUJ^LlTV E-toy twwwjtvw-otikfjami 
ESRS RATUSiG. Tnn MINIMUM REQUIREMENTS: aOOMHz EPU, 512US KKKi 6GB htaii 
MULTIPLAVER VERSON REVCVVEl?: Z1US296 


PATCH REVIEW 


RorruRB' 

mcice 


—^— -j — Think of three-yesr’old space sim/ 
MMO fvp Online as online 9 am- 
jng'^ rniritcle baby: Since its debut 
in 2003, Eve'i amassed a stable 
user base of around 125^000 sub* 
scribers {according to the number- 
cmnchers at rnmDgchiart.EDin), 
deployed two free expansion-s^ized 
content updates, and garnered a reputation 
3 S one of the most dynamic, content-rich, and 
open-ended MMOs since Uftitna Online. In a 
landscape dominated by WoHd of WarCraft and 
Other direct f verQuesf descendant$> fve breaks 
all the rules—and flourishes for it. 

What started off as a cool concept with too 
many loose ends fa spotty tutorial very tittle 
in-game direction, overcomplicated/undeidocu- 
mented mechanics, and a brutal pvp cEmate) 
eventually evolved into an enjoyable alternative 
to the typkal sword-and-sorcery grind, much 
to the delight of fve's unflinchingly loyal fans. 
And as of the recent Revelations expansion '(or^ 
at least, phase one of three for said expansionX 
fve finally greets new players with an experience 
that's unlikely to leave them totally lost. 


CHARACTER WIZARD 

Previously, character generation—key process 
in any MMO—essentially amounted to a series of 
blind choices that you'd Inevitably leam were the 
wrong ones (time to roll up another toon!}. The 
overhauled character-maker holds your hand and 
explains why that Caldari Frigate IV skill matters 
more than somerinky-dink Leadership I skill. It 
also gives new characters enough proHciency to 
matter; in other words^ ge^tting to the Fun stuff 
doesn t take civile as long as before. 


And £ve defines “the fun stuff" more subjec¬ 
tively than any other MMO on the market: You 
can fly IMPC missions^ figiht space pirates, work 
the in-game market manufacture items^ harvest 
asteroid ore, take on trade contracts for other 
players, or just bully them. "But that sounds like 
lots of other MMOs!" Yeah—except none of the 
aforementioned activities actually relate to your 
character's progress, outside of bringing in cash. 
Instead, £ve lakes the unique approach of train¬ 
ing skills in real time, whether you're cruising 
through space or logged out altogether. Need 
to train that Science skill from level I to II? Give 
It an hour. What about bumping Electronics 
up from 111 to IV? Just over a day—better leave 
It training overnight Point is; fve caters to all 
kinds: it doesn't force you to run a combat- 
focused hamster wheel in exchange for forward 
progressv and you're better off for it Time's the 
great equalizer here...and in case you're wonder¬ 
ing, not even the lonqesMerm players kr^w 
every skill In the bock. 

THi OUTER RIM 

The lifers do, however, have a stranglehold on 
the far reaches of Eve's expansive universe. The 
entire game's spent in your spaceship (no plan¬ 
etary stopovers^ zooming around a daunting 
sirsgJe-server galaxy mapi Taking a note from 
Sfor Wars, Evefs central star systems stay safe 
artd secure...but in unrestricted space, you'd best 
watch your back. Player alliances control {and 
contest^ the outer fringes of the map, which Is 
where fve's grand success as a social game really 
Comes Into focus^ 

Usually, unrestricted freedom equals outright 
anarchy,..but in fve, that ain't so. Sure, you might 
get shot down by some unnily miscreant the 
minute you step into zero-security space, but— 
general^ Speaking —player corporations (fve's 



i'? T* 


I ; 

m 

*Tfw playar-drfvHi ecnniHny'i lecenif to none, 
Clw»r ployvn un bkv advaivtag* nf the martivt 
and put ■hMnHtves pn Hi* faillxpck tp flchpi. 



* Craftfng-hapfiy gHiipn get picfiity pf pcc Ip mine 
apd plertly of tiardwaro to maitufactur*. 



OAndyc^ gn-kill-X-iiuinlier-pf-bad-guys NPC 
mlsileni enst for thoso who want 'am. 


word for "guilds") capably police themselves and 
welcome newbies with irtteiligence, maturity, 
and helping hands—unfortunate rarities in most 
MMQs. If you want risk-filled P^, it's definitely 
here...but if not player-controlled space offers 
safety in numbers. 

Frankly, this paltry synopsis barely scratches 
£ve's surface...but with any luck, perhaps it'll 
clue in at least a few bored MMO mavens on 
the gaime's quiet brilliance (and vastly increased 
accessibility, post-Aevpiforions). Like it says up 
top, fve's the genre's best-kept secret—for thee 
years arid counting. Maybe it's time the secret 
got out tRyan Scott 


VERDICT 


Q An Lui^an.¥fntlpiul MMO 
with IlmEtless pptHitljd. 

□ Players w«an#d pn mpr« 
traditional HMOi might 
take Issue wtdi the "make 
ypur own fun" tnlndset. 
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Cyberpower recommends Windows Vista" Home Premium 


• Run all your gadgets 
quickly, seamlessly and 
simultaneously, 

• Run all your applications 
at the same time with 
increased performance. 

• AMD PowerNowP for 
longer battery life. 

• Get creative. Get mobile. 
Get going. 
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ON FILEFRONT 

The latest and greatest defnos and patohes 


fliT' Games far Wimiaws: Th* Of0ciai Maguxinr and FileFrant.eom have jalneii forces to bring 
you both the best possRtk PC-gamfng ooeorage and access to the hottest game downloach— 
denws, mods, patches, and more. Head to GFW.FileFt'ont.com to try these out for yourself. 





BONE: OUT FROM 
BONEVILLE DIRECTOR'S 
CUT (DiMO) 

Missed out on the first install' 
merit of Telltale's episodic graphic 
adventure? Check out the derm of 
the newiHy released "dlrectoi^s cut,"' 


t 


’’ 

AGATHA CHRISTJE: 


MURDER ON THl ORIENT 

i ' l§L 

EXPRESS (DEMO) 


Fakes on a train. Cut tin mug h the 

‘1 

lies and ftnd ou t whodu nit in this 

a 

graphic-adventure version of the 


famed detective tale, 



1 EVERQUEST II: 

PLAY THE FAE (DEMO) 

Float like a butteiiV' 
a wizard with some sort of tiee- 
swaitn spelt Tiy out £Q2‘s Jiecenl' 
ly introduced race, the Fae, in this 
seven-day free trial. 


STARSHIP KINGDOM 
tDEMO) 

The kirYg has died without produc¬ 
ing an heir. The Star Kingdorr; 
has fallen apart with most of the 
wodds declaring their irKfepen- 
dence. NoWs your chance to shine. 



I ARMADO(DEMO) 

L Greatest Story nevier told? Once 
H upon a timej an armadillo had 
'9 to save the last queen of the 
^ great eagles using a satchel of 
^ magical eggs given to him by a 
fox prophet. 


PRISON TYCOON 2 
(DEMO) 

Return to Oz. Play good warden 
orbed guard and take charge of 
your own private incarceration 
facility in this time'limited 60 - 
minute triaL 


HEROES OF ANNIHI LATED EMPIRES 
Vl,l (PATCH} 

Having issues with this (antasy-^RPG/RTS 
hybrid? This patch fixes critical errors^ adds 
two brand new skirmish mapsy and tweaks 
game balance. 

1701 A.D. Vl.Ol (PATCH] 

Tweaks of the trade; This patch tunes up 
Aspyr's excellent commodities-and market- 
markagernent game, 

THE SIMS 2: PETS 
BODY SHOP (PATCH] 

Don'^t let pet incompatibility drag you down! 
This patch makes the Pels version of Body 
Shop get along with previous expansions. 


SID MEIER'S RAILROADS! 

Vl,l (PATCH] 

This patch adds lots of great new features! 
Like a free camera! A '“use all trains" com¬ 
mand in the traTn-table mcxle! A terrain edi- 
tori Audi More! 

NEXUlZ V2.Z.Z (FREEWARE) 

This free 3D deathmatch First-person shoot¬ 
er sticks with the basks, keeping things fast 
and tun. 

RIP B: THE LAST KERO (DEMO) 

The boundaries between the worlds of liv¬ 
ing and the dead are blurring, so you better 
keep your aim sharp in this top-down 
2D shooter. 



AD INDEX 

ZK GAMES 

MOlEMnill... 

US 


AMERKTAN POWED COrWERSXlN 

XHBIICAM pqWK CQHVHISICIH. 

ANTK 

iWTtC, 

cocrtMAsrefts, ize. 

lUUTIflH ........................... 

CnZfiKhVER 

cnuewnit...... 

CVHflPOWER SySTEMI 

CVHIWOWIR.... 

CyMBPOWEH SrSTEMS 

CinHIlPOWIR..... 

DEU. COMPUTER OORK 

HU COMPUTER ... _.. 

DREAMCATCHEJIt IKTEnACTIVE 

HeAMCRfTCHii ... 

EIDOS HMTEDACTVE. IK 
■ HTTIETATIOMS: HIDWXT_ 

(MUSIC 

(MUSIC........._____ 

I&UVKWE» 

HUVPOWtR.......... 

ISUYPOWEfl 

MUYPDWIR .... 

IMmOORP 

........ 

KlWETWOflX 

Ka NETWIIRK................ 

MIDWAY Gams tunc 

ima OMUHt ___ 

iMP^STie 

HAKTIR HROAZIMI..................... 

NCSOFTCMP 

eLNlOWARSc HKKDUJUL_..... ........ 

SONY OMUNE OITEinUNMENT 
VRNSUAHD..... 


STARBOCK EWTlHTAWHtNT 

^aVOVRf WIB fEHTUpM. . ------ 

TUOR*C 

EOMPAffl' W HlROES..... ....... ........ 

ThoWC 

5,TA.IrJ(.U(. ... 

TUQRfC. 

SUMMltCOHUAH iMA 

UMVteSiTV OP UDVAHOIvC OOMPuTEA TECH 
EOUCATIOM ............................ 

VTWMI UNfVtRSJU GAMES 

WeWc RURNING CaUlADL EMHUISItiH MCK 


1 *^U 

... . t-t 

... .lAS 
.....41 

.et 

ut 

.....Ti 

.. 2 »-U 

*7 


...41 

44-4S 

.....Tt 


49 

19 

.....19 

.....IS 

U9-1I3 

... ,.2T 

.. li-iS 
... .lAT 

... . l.T 


9A * GAJT1ES TOR WINDOWS Tl-E □FFTOAL FTTAGAZHE 

























Casual Corner for 
Casual Fun 

The life of a casual gamer 



Slarting in the April issue dGomes for 
WifxkMs: Jhe OffKtat Mogozisie, this space 
in The Oflicial Word will be laiwn up by a 
Casual Corner (eaiure Uiat will locu$ on 
casual garner and the gannes they ptay. h 
ihe Iasi year casual gaming has hecorne 
one of the liciiest arenas for gaiT»e devel* 

Qpers and ganie players al3re as more than 
9^ millon people arauncl the world torwiect 
through Xbox Live* Airade or on Internet 
sites such as MSN Garnes^ (http'/Zganies 
.msnjcofii) to access the hundreds of 
games available. This ease of access to 
a variety of fun and challenging games 
has created an asBortment of new gamer 
types, from thefun-Seeking Solo Gamer 
to Ihe heavy-duty Reivard-Seeking Online 
Gamer— I fall Ento the Eatter category. 

I decided to get a jump start on next 
monih's Casual Corner by looiting at (he 
way casual gannes play a pari in my life. 

First of all, ai work {where I spend one- 
tli ifd of my llfej, I work hard and get a lot 
done. And one of the reasons I'm so pro¬ 
ductive is that t know when to take a short 
break to release some stress and refresh 
my mind by playing the free onlne Wirtr 
versions of casual games at MSN Games. 

TWs is vi^iere casua I games shinel Games 
like Hem with its duster creating, rich pal 
leming play, and Bejeweted 2, whach has 
become one of the ntosi popJar games 
on ihe Internet with hs drop-in, drop-out 
iewel-nnalching mode-variability gameplay, 
are perfect for those short breaks. 

When I gel home. Til often drop into a 
fast-action, chain-popping game I3ce IU)&)R2. which has beconre 
one of the hottesl-seling sequels in the history of casital games! 
lit this case, I dowriloaded a free Dial version, played lor an 
hour—-and didn'l want to stop! LUXOR 1 features 88 gorgeously 
rendered Iwets featuring sturmrtg graphks that bring the andent 
pyramids to life. It's always a challenge to gel farther and score 
more points—the gameplay is addictive and lull d surprises. 

The weekends bring the opportunity lo mur up game 
playing a link, and 111 spend more tirne with nty console—or 
not I find that nothing gels me in sliape for my Saluids^ nighi 
poker gan'ie than wamiing up wilJi lexo^HdLd ‘Im at MSN 
Gaines. The lournamml-styfeplay h fast-paced and usesvHual 
chips—since the money isn't real, there's no chance dial Tl lose 
my cash before I play the real deal with my buddies lhal evening. 


With more than ^00 games available on MSN Games, there's 
rea lly iw problem at all l\ ling the time tharfs left on Su nday. I 
kkk my feel up, crank up )lio« Live Arcade, and spend a Ittie 
more lime with my favorite games, ike B^weted2f or Ui70*, 
or feeing frenzy, of...well you get the idea. 

There are a lot of great games oul there to play—so let^ gel 
started! And haw fun playing! 

-The Casual Gamer 

^krosoft Cami offers nforetiiefi 4W gofms vj'cj MSN* 
(kimek tVwwfencs jhVe M&serrger, QS and 

Xhojt Uve^ Afcatk. prodding liv oiti(7iaiepraying e^^rietKe 
fortnUioits of gaimrs oroond iiie t«or/c/.(o com- 
peie, cdlaborate, oikL sociotlze^-ar^iimt mrywheie. 














PC Puzzle Mania 

The rise of puzzle games 


WJiy are puzzle games so popular? h it because they pose a problerr 
or an wrigma? Or is it because they provitte logisbcal problems as a 
(omi of emertaimnenil lhai spar»s languages ai>dl cultures and is ijii- 
versal to all? Wlien m play puule games, are we simply responding 
to a basic human urge lo create order out of chaos? 

Whatever ihe reason, there's a whole world of puzzle games out 
there and Ehey'ie more popular than ever! 

Top Puzzle Games 

Sudoku is a ™rtdwide puzzling sensation that requires players to use 
logic to detemiiine where- specific numerals belong on a square grid. 
While Its cirigirK date back to Ihe 19th century, Sudoku's popular¬ 
ity has exploded lo unprecedented levels over the past feiv years. 
Featured in many newspapers and countless puzzle books, the num¬ 
ber-crunching logic game that requires no math skill has become a 
worldwide phenomenon. And now hASN Games* is taUng it to the 


nexl fevel with five Sudoku vanafions—including Sudoku Too for 
Windows Live^'' Messenger, 

Think you're an eKpert at compleiirtg Sudoku puzzles? Think again.,, 
and then prepare for some riew challenges! 

With hundreds of K puzzle games available in a variety ol modes— 
from free ondine games to PC download games to subscription games 
and games for Windows Live Messenger—there has never been a bet¬ 
ter time lo be an active puzzler. Let's lake a look at some of the hottest 
puzzle games on MSN Games fhllp://games.msT>.com)'. 

Bejeweted hofds an honored place in the hall of puzzle games as 
one of the crmvn jewels in the casual games industry. Origirwily devel¬ 
oped by PopCap Games, Ihis classic Match 3 puzzler took the world 
by slomi when it was first Inlroduced arrrd has spawned sequels such 
as Bejewefed2 and special holiday editions. Simply pul the goal is lo 
make lines of three or more matching gems—the more matches you 
make, the higher your score. The gameplay is simple and adklicttve. 
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What Bejemied brwght to Match 3 play, Zumo 
broLfght to lti 0 dhain-popping arena. By utilizEng 
a colorful Aztec theme, PopCap Games struck a 
nerve with casoal gamers who particularly enjoy 
controlling a ball-spitting Jhog. As wiUi the best 
puzzlers, players can quickly grasp Ihe concept of 
the game, the conirols are inliJtive and easy to 
use, and the game progresses from easily playable 
to incredibly challenging with that 'just five more 
miiiLiijes/orie more lever feeling. 

Rounding out Our lop puzzle games. Chuizfe 
is the new, uh, kid on die block. Actually, 
ChuzzEes are googty-eyed halls of fur that giggle 
and squeak as you follow Match 3 rules In this 
hit by RopCap Games. The weirdness of the 
Chuzzte cfitlers is matched by Jhe weirdness of 
your mission; by matching the Chuzzles, you are 
also coHecling Iheir eyeballs in a beaker—when 
the beaker is full, you proceed to the next level. 
This game seems to havesiruck the right bal¬ 
ance between cuteness and weirdness because 
it coniiiiually rates as one of the most popular 
puzzlers o*i MSN Games. 




Developing Stories and Action 
Increasingly, game cfevefopers are taking the 
straightforward medhanics of the great puzzlers 
and pumping Ihem full ol incredible graphics and 
action. The results are clynamic games that gel you 
caught up In seeing where you'll lar>d in the next 
stage and what will be wailing lor you. 

One such game. Hot Lava's 7 Wonders of the 
Amieitt World, lakes the basic Match 3 corwept 
and, almosl lileraHy, builds on it. Starting at 
the Great Pyramid ol Giza, the goal is lo make 
matches to dear the board—and lower tlie stones 
that will be used to build the great structure onto 
the backs of I he workers while staying within 
the designated lime limit Thegameplayis fast 
as you're forced to meet three separate goals: 
the time limit lowring the htocks, and clearing 
the board. And when you've finished the Great 
Pyramid, you're off to the Hanging Gardens ol 
flabyloi as you work your way through all seven 
of iNe ancient wonders. 

Jewel Qve^t. developed by iWin, lakes you on 
an archaeological quest into a deep mysterious jungle to lind and 
explore ancient relics and ruins while searching for lost Mayan gold. 
The story is told through a series of "Previous Quest Notes’ that lake 
you further irrtq the heart of the Mayan world. 

As this trend unfolds, puzzle gan^s will naturally evolve to lake 
advsilage of the new technologies and game-depth potential—in Ihe 
same way lhal instant messaging has changed (he game-playing field. 

The Messenger Connection 

Playing your favorite puzzler is no longer a solitary activity as some 
of Ihe hottest games are being redesigned for dual play via Instant 
messaging services such as Windows Live Messenger. These exciting 
variations allow you to contact your Idends and invite them to play 
along with you in real time—no matter where ttie/re located. In fact 
each monih moio ihan 16 million people in more than JO countries 
utilize the rich, interactive Windows Uve Messenger platform to play 
one of two dozen dual*player games- 

Along wilh ihe popdar games like Bejeweted and Jewel t^resf 
lhal have recently taundied as dual*player versions on Wlndo^vs. live 
Messenger, MSN Games has gone Ihe exlra dislance and created Sudoku 


Ibo, the first dual-pla^yer Sudoku game that offers both compeiilive and 
cooperai've modes allowing players to play against each oilier as well as 
iViiffi each oiher—whether they're skle-hy-side or miles apart. 

Sudoku ho Is perfect for beginners and experts alike. It offers 
three difficulty levels—Easy, Normal, and Hard—and you can also 
choose to make your answers permanent In 'Pen" mode or, if you're 
less confident, use "Pencil" mode (o fill in a temporary sdution. 

To play, simply open a Messenger window and locate the games 
icon in the Messenger menu on the left side of the wirdoi,v. Click on 
the icon to pidl up the complete list of available fun. Interactive game 
titles lo play with a friend. Once you have selected your game, pick 
one erf your friends from your list of Messenger contacts and click 
cm Iheir name to send an Invitation to play the game wilh you. All 
Messenger games are lum-based, competitive, or cooperative Iwo- 
player titles and your game vwll iiemain Uveas long as both players 
leave the Messenger window open. 

Windows live Messenger offers 20 fnee titles, ond four pfemtum 
titles that are available through the MSN Instant Games Clubhouse 
subscription service. 

Learn more here: htlp;//me&senger.msn.c(]m/.ftesou(i:e/games.aspx. 
























The Lure 
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tn LUXOR2, players embark ^t\ a beautifuE voyage acrassKS ilhrfw 
levels of brilllanlly displayed crisp arid sljnning graphics set amongsl 
I he pyramids and temples of andenl tgypt. Wield the mystical 
witigd scarab to sh«t and destroy tie appmaching magical splteres 
belote Uiey reach ihe pyramids ai ihe end of their path. And to help 
shoot down those enemy spheres, LUXOR 2 feaiures more explosive 
power^ops than ever before! 

A new ranking system lets you work your way from farm Hand to 
Pharaoh with new bonus rounds for added fun and excifemenl at. the 
end of every stage. Add 15 Ehrlling power-ups—including the reiv 
Co4or Cloud, Pharaoh's Dagger, and Lightning Storm, as well as four 
distinct levels of difficulty—and you've got a massively invigorating 
challerige for all levels of players. 

A Bit of Ancient History 

Since its launch In ^OOS, the LVXOR franchise has become one of Hie 
most successful brands ever in casual gaming. Not tcc long after its 
release, LUXOR was followed by the smash-hit LUXOR: Aiwa Rising. 
And just lew months ago, MumboJumbo launched LUXOR2, the 
highly anticipated sequel to the Mo, 1 casual game of 2005, 

Designed in MumhoJumbo's Dallas sludios by die same award-win' 
ning team that crearted the original hit LUXOR, LUXOR2 sets a new 
graphical benchmark for casual gan>es with 3D‘like visualsv realistic reflec¬ 
tions and shadowing, and stunning vrsuaf details throughout the game. 

Across Foreign Lands 

LUXORvt^s first made avaifabte to the PC download market. It has since 
shown extraordinary life as it has been successfuliy introduced into the 
PC tetal market, mobife phones, handheld PDAs, and console niarkeL 

Currently. LUXOR 2 is available as a PC download at MSN® Games 
(http://games.msrLconi) In its Microsoft* Windows XP version—but 
get ready for the best ever LUXOR experiences as LUXOR 2 makes its 
way to Microsoft Windoivs Vista^*" {to be followed by its indusion in 
Xbox Live* Arcade in early Spring 2007), 


of LUXOR 
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On Windows Vista, LUXOR 1% gamepJay is much smoother and more 
jnterrse. Lines are crisper, conirasi is mone pronounced, and the screen Es 
more alive iMlh incredible graphic details Chain reactions bring on such 
a wealth of explosions and action that you may not be sure wivihef you 
should simply ^vatch the screen or keep playiig the game (we recom¬ 
mend that you keep playing). The overall knpressibn is both massive and 
subfme with small particle effects such as birds flykig through Ihe back¬ 
ground, wisps of smoke, and intense flickers that darKeinthefiames. 

The depth of LUXOR 2'% soundscape is richer than in any previous 
version. New sound effects have been added to the game to ensure 
that the Windows Vista version of LUXOR 2 will provide you with a 
thoroughly immersive experience. 

And iijiXOJ? 2 for Windows Vista is completely compatible wiiJii the 
Xbox controller. The first lime that you have a niassive bunch of explo^ 
siofis and the conholler starts to vibrate, you'll foiget that you're play¬ 
ing on you r PC—you' II be there! 








POLITICIANS CONSIDER VIDEO GAMES TO OE AS DANSEROUS AS GUNS AND NARCOTICS, 
AND THEY'RE SPENOINB $90 MILLIDN TO PROVE IT 



Fight back at wwWitheecexom 





* Fence few&adc htt In 1996 with ■ ivhtmpcr. Game 
maiiuf»ctur*r 4 Mamed sloppy implemenrtatloit of 
I m nwriion'a UFonce technelagiy, and rieviu Eiuild- 
en btamed lubmbndard software suppnrl. Still, the 
honor of boing first goes to CH Products' force FX 
Joystick. Since then, everything from mice to stee*' 
ing wheets has used the force. 


A BRIEF HISTORV 
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Review 


Roll Deep 


who needs a rea(car 
wli&ri you dnvtF 
with iogitech's lgs^sou5 
G?5 racir»g set? 
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HAfiCi NEWS 


What The„7 

Woiild you want this 
eriivge*wor 1 hy eon- 
(roller on youf desk? 
Maybe, 


WiiPC _ 

W^nt to play Hot^-Lifc 
J with a Wii Remote? 
It's possible. We'll show 
you how! 




* Saheh't CylKrrg EvO wAl a g nMt Joystick that 
you could customix* to fit yous mttt. If you hK 
oBay* you un probably still Und on*. 


THE AIR WAR 

By 1992. CH Products and Thrustmaster had cut hard 
into theCravii-dominated wofW of contral dewcH^ 
releasing buttori'iittered sticks spofling upscale fea- 
tures such a vewlng hats and proportional throttleSv 
This was the goWen age of Bigin sims, as both 
software and peripheral manufacturers tripped over 
themselves to thrill throltJe jockeys. Thrustmaster 
soon released the everything-but-the-kitchen-sink 
f-16 FLC^ a fully programmable, macro-capable 
flight control uriit. Ir> addition, with Thmstmaster's 
add-on Throttle Quadrant System for the hand, 
the keyboard was stripped fronn the PC cockpit. 

II dkJn^ take long for others lo fulfill the last few 
missing needs of seasoned sim pilots. CH Products 
soon released ils Pto Pedals rudder system (which 
doubted ss- driving pedals) and the \i^rtual Pilot Flight 
yoke. Even Microsolt acknowicfdged the popularity > 


R‘r' ' : CL^J i:;DNrh'GLL.Ae! c- 

O You always remember your ftrsL Maybe it helped you crack 220 mph at Indy or swoop 

beneath the murderous missiles pf a hostile jet fighter. Yes, that first joystick must've felt 
liberating—ur>til it started decalibrating durfng sorties, conflicting with newly installed hardware, 
and forcing you to whip out a screwdriver Just to adjust the frigging trim. 

But in 1990. Advanced Gravis' pioneering Analog Joystick—the Joystick with the built-in screw¬ 
driver—was the very pinnacle of flight and driving control. It wasn't, however, Gravis' most popu- 
lar peripheral. That honor belonged to the ubiquitous Gravis PC GamePad. 'While it d id blatantly 
borrow ideas from f^intendo's MES and SNES controllers, the PC GamePad also featured some 
nifty perks—a removable minijoystick, Windows and DOS gaming compatibility {crazy!), and a 
reversible. ambideKtrous design. 

From these humble beginnings began a quest that continues today: to build a better joystick. 
How did we get where we are now? Sure, the latest controllers are snazzier and more capable 
than the antiques of yesteryear, but why hasn't anyone come along during the last decade and a 
half to completely tear do'Wn and rejig the joystick, re-padify the gamepad, and fuse the two into 
some mutant OmegaCpntrolloTrqn? Several did, actually, and with wildly varying results. Let's 
walk down gamingdorn's boulevard of broken gamepads to see some of the greatest hits—and 
misses—of these past 15-odd years. 


WHEN JOHSTICHS 
ROAmED THE 
EARTH 


Hi$t0riari$ date thU early eqitipiifcer 
peripheral from soinetime in the 
Precambrlan period. But they could 
be a little off. CorthrO'llen were 
so twitchy back then, hardware 
adjusters and sliders were even on 
top Dtf the controller, 


OP CONTROLLERS 

Putting gaming peripherals in perspective 
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or the gwre it helped build with its Right SimvkHor 
series by delivefing a newfangled pivoting handle^ 
for rudder control—into its first PCjoysCick 199&'s 
Sidewinder 30 Pro. 

Sut nol everyone Ties planes or races carsL. Sports 
cjamers needed something to help them with a 
growing roster of actions and commands. Enter the 
modern pad, The Gravis Xtemninator, which, with 
dud directional pads (one digital 0-padt one ana¬ 
log, and an analog throttie. no less), is the precur¬ 
sor to everything /om see today on consoles. Sony 
should be thanlcing these guys. 

THE "PERFECT" FPS CONTROLLER 

Vet the gamepad wasn't the only contnoller vying to 
replace the keyboarcf/rriouse combo—remember, 
mice had fewer buttons and nsore tracking hassles 
back in the late ^9{ls. Some ambitious designs 
sought to control FPS games, The results? in a wordi 
ugh Logitech's 'WingMan Warrior was nicefly built 
but the mind-boggling design worked better for 
arcades. The WhgMan ‘Warrior housed a proper 
Joystick (with tn'ggers arrd all) on the right side, 
and on the left a hockey puck-like “spinner' that 
was supposed to serve as a mouse replacement—it 
actually flipped the aiming controls backward. 
Another head-scratcher was Microsoft's Sidewinder 
Dual Strike, The awkwardly evil boomerang shape 
had you twisting your right hand while le^ng the 
left stationary. Carpal tunnel wasn't Jar behind, 

ACT Labs' GS Gun System (19St9j worked as 
advertised, “shooting'' a light signal at the screen. It 
sufficed in lame-o arcade target shooters, but not 
so well in first-person games where players needed 
to wrork the keyboard with one hand and blast with 
the other. Worse still, onfy a smattering of titles sup¬ 
ported ft That ACT currently manufactures a second 
generatiori. USB version of its gun, even though 


it isn't compatible with LCDs, proves that MAME 
(Multiple Arcade Machine Emulator) target games 
and CRTs still have an audience, 

THE WHEEL DEAL 

1996 was a memorable year for PC racers. Up till 
then, the racing crowd had made do with a Joystrck 
or Flimsy flight yoke/rudder pedal setup and a great 
imagination to pretend that they were behind the 
whed. Finally hardcore racers with rubber and 
money to bum could afford a real wheel. Eidreme 
Competition Controls' Competition Driving System 
a cockpit-worthy engineering marvel that cost rmore 
thart a used car, kicked serious ass. Still in business 
today, ECCE and its Trackslar 60DO still pushes it to 
the ledline. 

While other companies either hit the pits (ACT 
Labs' awesome Force RS nft'ec made ft to victory 
lane, but you can find it on eBay), companies like 
Thrustmasterand Logitech still Jockey for the lead 
of the "affordable" driving controller race: 

USB: A CURE FOR OAMINfi 
HEADACHES 

With Windows 9i& came one of the nnost significant 
changes for garrwrs—proper USB support It may 
not sound like much now, but that one powered 
plug cured calibration and drift issues, proprietary- 
software-driver hassle compatibility woei and lim¬ 
ited aniv'button support. Mostly. Soon, a muftitude 
of manufacturers rereleased USB versions of what 
were originally legacy ganveport devices. After all, if 
CH Products had already built a near-perfect flight 
stick, why reinvent the wheel? 

Besides, it's not like many flight si ms are taxiing 
down the runway these dayst Maybe the recent 
release of the Di rectx lO-ready Miaosoft Fiight 
Simvfotof X will inspire people to buy Saitek's stun¬ 


ning new X52 Pro Flight Control Systeirx Or you 
could JiUSt hit eBay and snap up battle-ready 
classics like Safteks Cyborg Evo orCH Products' 
Fighterstick line. 

These ds^i the PC has not only kept pace with 
console gamepads—the two are now merging. In 
the past few year^ wireless arsd PlayStation 2-like 
pads—two of the best being Saitek's P3000 Wireless 
Gamepad and Logitech^ Cordless fiumblepad 2— 
altowed players to pull off virtually every compleM 
Modden move without ever reaching for the key¬ 
board However, with Microsoft's XNA initiative, its 
ccmlnpflers am now a gold standard for thos^ 
who want one controllef to handle both their Xbox 
ond PC games. 

RACK TD KEVROARDS AND MICE 

Meanwhile, action and FPS fans have, for the most 
part rejected the sitemahves and swarmed back 
to the venerable keyboard and nwuse. Why? With 
the advent of optical and now laser tracking tech^ 
nology, scroll wheels, extra buttons, ergonomic 
grips, and. most recently, customizable weighting, 
mnce have become incredibly versatile, accurate, 
and comfortable. 

Microsoft was the first to use optical mouse 
technology with its IntelliMouse Explorer in 199'9. 
but Logitech ultimately convinced eve4yone it was 
Viable fcr gaming. These days, 2,000-cJpi mice are 
the best of breed. Among the chief rnoosemakers: 
fiazer's competition-centric Copperhead. Creative 
Labs' Fatality line—even Microsoft« getting back 
in the game with the Habu (a rebranded Razer). 
But leading the mouse vanguard is Logitech's 
G series. Released in 2005, the G5 Laser Mouse 
remains lough to beat. Beyond the tacky texture, 
durable cord, and onboard dpi settirvgs for up to 
2,000-rfpi resdubon, it was the first to feature > 
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• Xio* J60 Co«vlr4ll*f' 

(tep liHFt) BpfloniiKH Ihe belt 
a can w Mtt tts 

Si(l4wlrKl*r Dual Strifn (bot¬ 
tom InTt) nprcsenti Just about 
th« worst, MHiTwhilt, AtiT Labs 
couldn't catch a breah wWi dtlwr 
Its GS Gun System (tofi right) nr 
Forca RS (bottom right). 
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adjustable weight cartndge (up to 36 grams) that 
adapts to any user's pneferences. 

And where there's a mouse, a keyboard must 
(ollow. How^ej; the idea of replacing a keyboard 
seems long gorte. What you find now ane manufec' 
turers supplementing keyboards with USB peripher¬ 
als. The most successful stabs are connpact, micro- 
sized, ergonomic pads geared for gaming such as 
Belkin's Noslrofrio ^eedPad n52 or Ideazon's Fang. 
Both put all the critical, controls at your Rrgertips. 

GLIMPSES OF TOMORROW 

So havewerealycomeall that far since 1990? 
There's been progress certainly: but a gamepad 
is SI ill a gamepad, a Joystick is sbll a joy stick, and 
mice and keyboards still reign supreme for FPS 
games. Today we see nxMe controlSv more axes, and 
more USB and wireless connections, but nothing 
intrinsically differertt has yet caught on. Sources from 
Logitech and Saitek say Vista may open new doors, 
but what those doors are and what lies on the other 
side remain hush-hush. 

Vet creatiwty and iiwenbon are far from dead. 
Nahiralftjtnt's TracklFt 4:PfiO, a head-mounted 
refugee from a ^QK-era 3II> movie theater; allows 
players to control the view (in supporting gamesy by 
mooring their noggins Even more “out there' is E3 
?Ci 06'5 darling device. theWovint Falcon, a desktop 
pod that resembles a miniaturesatellrte dish and 
simulates the tactile sensation of manipulatir>g 
objects m 3Dspsrce. 

Saitek continues courting the otd school by 
perfecting the classics. According to product 
marketing manager Mark 5tarrett increased 


sensittvityand reliability are the compan/s big focal 
points In Saitek's caso, this means using (resilient 
'hall effect* sensors that are small, rwver change, aryd 
never wearovt- 

For its part Logitech is embracing the future 
of force feedback rrow that it's developed a two- 
motof mrechanism seen in its awesome new 
G25 Racing Wheel) that really does deliver stron¬ 
ger; more credible tactile sensations. As fora new 
breed of controllers we haven't yet seei>. Logitech 
spokesperson Pamela McCracken warns that the 
company-can develop new game conlroilerSv but 
without a gaime that supports the new features, 
the product will not make it to market" This pos¬ 
sible shot at a past dearth O'f game design imagi¬ 
nation notwithstanding, Logitech says this 'also 
works the other way a:round. If a game developer 
is working on a new game concept—for example, 
sing-akjng games—they will outreach to Logitech 
for ways to make the ejtperience mone realistic or 
interactive. This is part of how new products like 
microphones and dancepads have come to mar¬ 
ket, Expect more of this in the future,' 

CJancepsds? The truth is that social PC gamingi 
wheitief online or in person, may well be where the 
greatest future strides in controllers are made. Don't 
bet the farm on sending nasty force-feedback jolts 
to in-game losers or vibrating someone's pleasure 
centers in some, ec other types of games, but just 
look at what's happening right now In console-land- 
Ninlendo's motion‘SensitiveWii Remote controller 
is a natural pointing replacement for the mouse. 
{You can even hack a Wii Remote right now to 
work on a PC—see Hard Wews, page 107.) 


Ultimalelyp thej"oumey to a better Ft controller 
has taken an evolutionary ooiFse. Could it be that 
Gravis el at got it right from the outset? Considering 
that serious innovation has been najected again and 
again (and. more ciiticatly, that the games themselves 
haven't exactly been pillars of inventiveness), the 
answer is yes. But that d Oesn't stop people from 
trying. Blame human nature or blame game 
companies needing lo sell new products from one 
year to the next—pads, sticks, and gaming mice will 
continue to play a big role years from rvow, but so 
too will ntotion-based and social-based peripherals. 
We're bettirig on radical new ways to interact with 
games coming down the road whether with pointers, 
remotes, or evert cranial data Jacks (that last one's 
actually happening—leseairihere at Washington 
University in St Louis have a subject playing 
imoden: with his brain). It's Just not going to happen 
overnight. • Gord Goble (with additional gee leery 
by Darren Gladftoine) 



FANATEC HEADSHOT 

Pimp My Mouse 


HANUFAaURER: Fualwc l>»0CiUa NAIVC haid S^Oi; SlflO PRICE: wmv.tBBMtwLVan 


REVIEW 


O Fanatec has crammed so many fea¬ 
tures into iu he^ShOt (sadly, no, that 
name isn't a typo) controller that it's hard 
to know where to start. First off is the obvi¬ 
ous: a highly sensitive—and highly comfort¬ 
able—2,000-dpi rnouse capable of cranking 
up as high as 4^000 dpi with interpolation. 


Gig shock here: It meets your gaming needs. 
The lush rubber coating and wings propel 
the mouse while keeping the whole hand 
above the mousing surface. 

Said surface serves not only as a mousepad 
and powered USB hub (you will need to 
plug in an AC adapter), but also as a cord 
management system. The coiled mouse cord 
plugs into the base and works in conjunc¬ 
tion with the pad's arch—no other ways 
around it. The cord is too 
short to otherwise plug 
directly into the PC. And 
just to make sure everyone 
notices, it lights up—a Bat 
signal of dorkness that 
screams, "Lookit meT 
Ori'Ce you get over the 
embarrassing L337 speak 
(although we do grant 
bonus points for using “a" 
artd “S" in the same "word") 
and the incredibly garish 
light bar hanging over the 
mousepad, the headShCt 
docs a great job. Its single 


greatest strength, though, is the elegant 
software. A tiny 1,SMB driver install is all It 
takes to tack extra options on the Windows 
Mouse Properties page. Assigning buttons 
and creating macros are simple procedures. 
But beyond recording time delays and 
setting game preferences, the ability to 
emulate a joystick will knock out Botf/e/ie/d 
fanatics. A faux driver transforms the mouse 
to joystick mode. The scroll wheel becomes 
the throttle, and you lift the mouse to 
recenter it. With practice, it can be a huge 
benefit to flyboys. 

But Is it worth SlOO? That depends on how 
comfortable you are with looking like a dork. 
We're not fans of the mousepad part of the 
package,, but the software is worth its weight 
in gold. • Darren Gladstone 


VERDICT 
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O Moffe ftalurts than 
you'll ki»w wfut to do 
with; efepont drtvtfs; 
ftreett* motion. 


/XIU 

GOOD 

D Subde. M's not. 
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Welcome to California, Dude 




This is Csllfamia? Home of beadi babes and surf contests? It miaht surprise you that California is also the home of snow 
buinnies and championship ski runs. Just like it might surprise you that Antec's world headquarters is located in 
CalpforIlia's Silicon Valley, the heart of technological innovation. Our unique California spirit of performance and 
originality help make Antec's products market leaders. Like our alt-new Nine Hundred advanced gaming case or our 
environ nnenta My friendly Earth Watts power supplies. So whether it's snowboarding or silicon chips or silent PC cases, 
think California.ThinkAntec. Think the Power of Vou, 
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REVIEW 


j “ Proper PC flight gear doein't 
coiTie cheap, and when it does^ 
corner^ uSusIty get cut—shoddy 
.jL . J cons If uctlon, not enough buttons, 
or the lack of a ftiultifunction 
display (MFD). Gut that's not the 
case with Saitek's X52 line. Last 
year, Saitek had the right stuff, 
and after a year of listening to user feedback, 
along comes the XS2 Pro—which polishes out 
old, rough edges to become the finest flight 
kit around. 

Hands slide into the smooth mbberiDed fin¬ 
ish. Vour right hand eases into the stick, and 
the two hat switches, six buttons, aod analog 
dials greet the fingertips exactly where your 
hand lestsi. Over' and undersized mitts can 
work the controls equally well thanks to the 
five-posit ion adjustable grip that locks quickly 
into place. Most Importantly, the controller 
is responsive. Whether you're twisting the 
3D rudder or banking into a steep turn. 


the stick feels solid and like it belongs in the 
cockpit- The only problem—and this is almost 
a universal one for ffght sticks—is the lack 
of force feed back- Do some pilots 
want to fight a tight turn? Maybe. 

One thing that all pilots Crave, 
though, is a fully functional Ihroi- 
de—and that i the heart and soul of 
the X52 Pro. The progressive throttle 
tension glides smoodiiy and precisely 
whether the engine b idle or kicking 
In afterburners. What most will notice Is V, 
the highly customizable—and bright^—MFD 
Out of the box. It'll display Pight time and the 
fadto stack for FS^ht SimufatorX. Saitek is even 
leaving its code open so that you can program 
the MFDs to your liking, per game. 

Amazingly, all this is jammed Into a package 
that is SlOO less than what some competitors 
offer, Sune, $200 may sound I ike a lot (especially 
if you add anod^er SI SO for Saitek's awesome 
Pro Flight Rudder Fedals^, but it's better than 
the pricey alternatives—besides, nobody's 
landing a 747 using only a keyboard and 
mouse. oDairen Gfadstone 




• If you 1*4*4 a 
fllglit stick, d m'l 
bother looking 


anywhere elie. 

VERDICT 

(D 

O 

□ tiKcodlbly custom[£ftbl«f 
ludi fed; great MPD. 

B Na force feedback (not 
than many other flight 
itkks have h). 

1 EXCELLENT | 

Games 

\br for Wridows^ 


LOGITECH GS5 RACING WHEEL 

Ferrari performance, Honda price 


MANUFACTURER UigkKa PRODUCT NAME. Ltigllwdi US Hbe^ WbHl PPICE SlOO URE, «rmJaglkHl-cV« 



The Logitech G25 Racing Wheel 

IS the finest mass ■market driving rig 
evef released. It looks cool, feels 
adapts to any player's preferences, and 
will make you a better racer. 

The G25 comes with three parts— 
Wheel, shifter, and pedals. Housed in 
black plastic and featuring a comfort¬ 
able leather-wrapped sleeong wheel and two hair- 
trigger ForiTiula 1-style shifting leuera, the wheel 
module is cutting edge. It has none of the steering 
jitters of other mass-market units. The <525 rotates as 
little as40 Of as much as 900 degrees and its two OJ 
force-feedtjack motors are powerful enough to snap 
your wrist. No lie. Our only beef is with the mounting 
system; the clamps are plastic not metel, arid they 
won't fit tables thicker than L25 inches. 

The stand-alone gearshift offers seguentiai and 
six-speed shifting and a whoppirrg 12 program- 
nrable buttons. If it weren't for the slight twitchiness 


of the stick, we'd love it—Ht's just too easy to bump 
into the wroog gear accidentally. 

The magic happens when you drop the hammer 
down oni the pedals. Srrxioib, responsive metal pads 
put you in the cedepiE for a fractian of the price of a 
real car (or ECCl's pricey Tracicstar 6000 sim wheel]. 
Moreover, the unit has s carpel grip that slicks to the 
fkx}<r even if you work the clutch like a madman. 

While the C25 lacks the heavy-s*^^ construction of 
some elite S1,S00 racinig wheel setup, it more than 
makes up for rt with parformance, quality, and pnee. 
Don't get us wrong: S300 is by no means cheap. But 
if yoU' lake your racing seriously, this is by far the best 
ride arourvi . ^Gond Goble 


VERDICT 

gMQ 

EXCELLENT 

P lAffiedngi handingi; (non- 
st*r force feedbeck; stable, 
smooth pedals. 

D Questionable cla mating 
system; slightly finfdiy itich 
shift; a titti* pHcey. 

Garnes 

Cbf for Window^ j 

Kaivw. ribAr J 



THIS BEAR DOESN'T EXACTLV COmE 
CHEAP. BUT THESE ARE SOITIE OP 
THE BEST PERIPHERALS AROUND. 




*Thc wh»IHself 
f**l»gr4A<, sure, 
but then's m lat 
rtfOr* to Ifit rS2S. 
Th* SAlJffylng nick 
shift and perfect 
pedal I timkcthts a 
tough d4«l b liett. 
The on ^ better set 
we've found Is ECCI's 
$1,51)0 Treckstu 
tem. Ttiii ii ■ slightly 
cheaper option. 
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Hard News Techn 


HARD NEWS 



The bleeding edge of tech 


CONTROL 


PERIPHERALTHINHING 

□ In honor of this iTiOrtlh'S looh at control* 
(eF5j let's lake a peek at what's happening 
in the console control lor world—snd how it 
pertains to you 

xeox 360/PC CONTRCfUEPS 

Ilf you have an Xbox 560, you probably know 
that the console's wired controllers work with 
yoor PC by plugging into your US6 port—but 
soon you'll be able to use your wireless control¬ 
lers, too. We got our hands on Microsoft's wire¬ 
less adapter for 560 controllers (and other 560 
peripherals!!, and it works simply enough. Press 
a button on the controller and the button atop 
the adapter to pair the two devices. Suddenly 
you have peripherals serving double duty for 
the PC and Xbox 560. Initial tests show that the 
wireless gamepad works well. Urrfortunately, we 
didn't receive final drivers in time for proper 
testing with Microsoft's Xbox. 560 Wireless 
Headset and XboK 560 Wireless Racing Wheel- 
Stay tuned for fuJI tests, 

WII-MOTE PC 

Who says that we Can't learn a thing or two 
from consoles? Ever since the Wii launched in 
mid-Novenrtber, an industrious gang of hard¬ 
ware hackers have figured out how to get the 
Wll Remote working on the PC- The idea is 
simple—replace the mouse with a pointer that 
has a built-in accelerometer. It's still very much 
a work in progress, but if you're determined, 
here's how you can play i-iitlf-Life 2 in Windows 
with your Wii Remote right now; 

n GO BLUETOOTH 

I The Wii Remole is a Bluetooth device. So 
if you have a notebook with Bluetooth built 
in, great—you can move on to the newt step. 
Otherwise, USB adapters are available for about 
SSO that will get you all hooked up In short 
order. The trick is buying a supported adapter 
that uses either the Widcomm or BfueSoleil 
Bluetooth stack. Here are two sure-fire choices: 
Belkin Bluetooth USB Adapter and 

Targus USE Bluetooth Adapter, 

2 WIISCOVER 

Put your Wii-moie into discovery mode 
by pressing the 1 and 2 buttons at the same 
time or by pressing the red Sync button located 
by the batteries. The Wii Remote wilt show up 
on your computer as "Nintendo RVT-CNT-01" 
(Vendor ID: 0!i0S7e; Product ID: 0 k 05O6)'. No 
need to pair the device—If your Ft sees it. 
you're or youf way. 



* A4 cruy ft tauiids> yKj. (hh cwild Ktuafly 
woHi for PC —•ventutilhr. 


3 GET DRIVERS 

Some have been using the GlovePlE driver 
(httpy/car Lken ne r,g oog lepages-com/g lovepie) 
to get the Wii-mote to work in Windows XP. 
Others like the more novice-friendly WiinRemote 
(httpy/ona kasui ta .org/wii/i ndex -e.h tml). The 
graphic user interface for WiinRemote might 
seem a little nrxjre manageable. 

^ KEEP WATCHING 

Keep in mincJ that the hacking community 
IS constantly exploding with updates. As we go to 
press, there are plans to add support for IR and 
the Wii Nurchuk as we II.* Darren Gladstone 
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THE NEXT HALL 
OF FAmE BAmE 

Jeff gets busy with his very own gaming projert 

.'TIN 


iThe foihwing artkie Qriginaify appeafed in the Auguit 2000 ksAje of 
Computer Gaming World {it 193 ).—frfj 


Therfr conw^ a time in every jo Ufinalist'^ Ofe when he must ^top being e 
[Ttere observer of life, a critic of others^ and actually create something hinrv 
self. That time has come for me at IblSL ATthough I m sure I could keep ridiculing 
everything forsevef. I'm beginning to feel that at my age (9^ this monthjv it's time 
to chalienge myselt to “jumip into the fr^'' as my mom used to say, and to "^top 
wasting the earth's oaygen; 

So, I have a big announcement to make. After ali these years on the sidelines; I 
am finally taking it all—my gaming expertise, my intdlectual know-how, my All- 
Americari can-do gumption—and making a computer game of my own. Yes, I 
know it won't be easy, t know the road will be long and hard. Gut suiety anything 
I come up with will be better than, say, a ^imon and Shuster game, rights How 
hard could that be? 

So what folbvffi is a copy of my preliminary design notes. Please be fore¬ 
warned that fm sharing this information in good faith. If any of this actually 
shows up in sorneone elsels ganne, eicpect a threatening call from the goons in 
Ziff's legal department: 


GAME NAME 

Th is is crucial. I'll need something catchy. Somethirtg sexy. Something the mss- 
keting guys will like. Something like Green's ftincreos, That has a good ring 
to it It's got my name on it—which is an obvious plus—and research shows 
that gamers always go for those cool one-word titles, like A^sf or Quake or 
Abomination, tt's clear and simple and gets the point across with maximum 
efficiency and energy. AJtennate title: Jeji/GreecrS Albatross. 


GAME CONCEPT 

What should the game be about? Always a conundrum, this. My publishsirs 
suggested I combine two of the most popular games of the past couple years 
into one: Who l?Pbnrs to Hunt Regis Phitbin? Not only did I reject this, but I 
Ihreaiened to void the contract altogether, rm no whore, and fm not going 
to settle for the Wal-Mart and bubba crowd with my very first game. Getter 
to wait until' I gel desperate—like Actiivisian and Sierra—before sinking to 
that level. 

Na I aim to take the high road. Something that the haideSt of the hard¬ 
core can embrace. Something to make me a Usenet heroi. My game: a 2D 
lorn-based flight sim, based on the obscure but beloved Belgian tward garrse 
Zuffslaffle Geese Fighters. 

This isn't about sales, okay? This isn't about ’making a profit.’ This is about 
gaming, my friends. This is about integrity, with no compromise—ever, 

GAME CONCEPT, ROUND TWO 

Okay, I Just got off the pjhone with my publishers, and we've decided to com¬ 
promise. Instead of the 2D turn-based flight sIm. Tve agreed to go with a 3D 
shooter—think Tomb Raider-Wte. Also, we've got some sponsors on board, so 
the new title Is Pepsi Geese Fighter. 



MAIN CHARACTER 

One key element of success these days is to have a protagonist gannera can iden* 
tify with. Although mostgaimers are male, they tend, interestingly, to identily best 
with attractive women with large chests and nice rear ends. This presents a prob¬ 
lem, Since I am an eNightenedL cotlege-educated type, well^rersed in women's 
rights, lam sensitive to the issue of female exploitation. Therefore, I will strongly 
hsist that our characters breasts not be too Jiggly and her thong bikini bottom 
remain on until at feast the halfway point Agaia the key word here b integrity. 
Tentative character name: Topless Tami. 

LEVEL DESIGN 

How many times have ycxi played a 3D shooter with pointless plot elements 
pretending to drive you forwaid? I've dispensed with such trivialities here so 
we can focus more intensely on delivering the kind of haidcore action gamers 
want. To get through each of the game's five levels (cut down from the original- 
ly-priojected 25), gamers will have to find three Special items, which I've called 
the "red key," "blue key,’ end "green key,’ As en added "eye candy" bonus, each 
key will be emblazoned with the Pepsi logo. Research shows that gamers in the 
target demographic have strong brand loyalty. Finding keys will be like finding 
cans of Pepsi^thus making players love the game even more. 


DESIGN TEAM 

Although my original recommendations called for an "A-Team’ of Ibe indus¬ 
try's best {Sid Meier, Peter Mol yneux, and Phil Sternmeyer were all sho rt-fisted), 
both budget concerns and deadline preaures have forced me into "Plan B." I'll 
be calling Simon and Schuster later this afternoon. If all goes weH expect to 
see Pepsi Presents: Topiess 
Tomi's Sex Gun Orgy (.my 


3&f€ Green 


new title) later this year. 
Its a game that the whole 
industry will be proud 
of eJeff Green 


whiii(it(d4*fii^ )wii» rt tH«t hii »rf it 
nfkrinting om hii fjwirttf xolumn MiiQ# 
hc'ifiuttkh Elebfijuiirg pfwumorii. 
Wiih IVIrfl K jttf_e**ri@tiHyivijLiCaili. 
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Set Yourself Free 



Immerse vauBSELF ijj the ultisjate online fantas\ vvorl^^here the only Lihfifs are your own. WiVh NEw.Qijbnou will 

DISCOVER TT5AT VaNGUARD: SaGA q/HeROES IS MORE THAN A^EALM OF FREEDOM AND ADVENTLIREi IT IS THE PATH TO V^UR CHOSEN DESTENV 


yoyr iruff l>c- i^jitlvcrittircT. 

craltcr nr diploniai. 


Crssie^iiuJ fu™ini=e flisrsttgr Ijte never 
Letiire, wjtK l!) rai^cfi and 15 pTOfGS.5]cins. 


Gnitniand ike^tie!:i nn rti^ni eS? n'^rtil irn 

yotarimrliorsG, lirdutose^rLKm Joicns-o^ mlier mtiunTS. 
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Explore a vast. tjrcatKtakinjJ worlid of living art: from, tke 
mmd of legendary fantasy artist Keith Parkinson. 


Create ehams of speoial attaeks and powerful reactions 
witk a (^rouncJkreakmi^ dynamic combat system. 
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'^RqW-'AVAILABLE 

jej^ANG UARD.COM 




Blood St Gore 
Partial NudiHv 
Use of Aleehol 
ViolertCB 


ESflSCQNMTm www.eHta.ari 


Game expenenoe may 
change during online play 


SONY ONLINE 
EHTEATAlhHE.NT 
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